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As a youngster growing up in Chicago, | spent a good portion of my 
allowance at Riverview Park, one of the last true amusement parks. 


. Built in 1904, it was a magical collection of roller coasters, sideshows, 
and fun houses, and when it closed in 1967, a generation of 
Chicagoland children said goodbye to their childhood. At least, until 
the release of SimCoaster. 


Now, 34 years after 1 
last rode the Fireball, | 
am designing roller 
coasters, managing park 
staff, and looking after 
my guests’ every whim. 
SimCoaster is a true 
theme park simulation 
that lets you stand back 
and view your creations 
from overhead, or zoom 
in and strap yourself into 
a speeding coaster. The 
rides are so real you’ll 
want to throw your arms 
in the air and scream all 
the way down. In fact, you might even regret having eaten lunch 
right before taking the loops on the Palace of Delights. 

In SimCoaster: Prima’s Official Strategy Guide, we reveal the 
rets of every attraction, even the 12 hidden Special Rides. You'll 


chance to see them, but don't worry; we provide detailed guidelines 
onquering every obstacle in the game. 


A 
Á 


A follow-up to the 
popular Sim Theme Park, 
SimCoaster introduces a 
new interactive storyline. 
You start at the bottom of 
the theme park ladder as 
Mr. Maybury’s new i 
Assistant Manager. The 
opening objectives are 
quite simple, but soon you 
will face the same chal- 
lenges that a real theme 
park operator must deal 
with: food costs, ride 
maintenance, unruly behavior, labor strikes, and of course, the weather. 

Along the way you will explore and develop three unique theme 
zones containing a total of 15 different areas. It is a wild ride from 
Assistant Manager to SimCoaster President, but it's worth the effort, 
and in the end, you will marvel at the massive park you have created. 

So, roll up your sleeves and open the front gate. SimCoaster is 
Officially open for business! 


Introduction 


When you sign on as Assistant Manager of the Land of Invention, all 
you have is a front gate, a nicely organized parking lot, and a few 
anxious visitors milling about. Beyond the entrance are a single ride, 
a fountain, and a main pathway that leads to an empty field. You 
must fill the open spaces with a collection of rides, shops, 
sideshows, and staff buildings. However, you should resist the urge 
to throw down attractions and structures in a haphazard fashion. 
Otherwise, you are likely to be less than enthralled with your first 
heme zone, and even more importantly, you will run out of space 
before adding all the components needed to fulfill your early objectives. 


In this chapter, we take you on a guided tour 
through one of our “mature” theme zones. We 
define mature as an area that has completed at 
least one objective (land expansion) and a couple 
of challenges while still maintaining a thriving 
business (with happy visitors, of course). We'll 
provide specific instructions for planning and 
building a zone in the Park Design Tutorial chap- 
ter. For now, just relax and follow us around the 
park. Hopefully, you haven't eaten in the past 
hour, because we'll be taking a few wild rides. 


Fig. 2-1. If you build rides, shops, and 
sideshows, they will come. 


‘Welcome to The Frozen Tundra 


Fig. 2-3. A large roller coaster layout takes 
up a big chunk of land. 


Fig. 2-2. A Guard patrols the area just 
inside the front gate. 


The Big Picture 


Before we head inside, let’s zoom out and take a look at the park from overhead. The crown 
jewel of every park is the roller coaster. It also takes up the most room, with hundreds of feet 
track and towering track supports. Our coaster, Snow-Go 2, encircles the area and then dives into 
the middle for a series of curves. The coaster's entrance is in the northeast corner, so park visitors 
have a chance to see (and hopefully spend a bundle) on other rides, shops, and sideshows on 
their way to the coaster. 


The Midway 


| Fig. 2-4. Our park has a double 
pathway that forms a midway 
through the center of the zone. 
Yes, that is a penguin coming at 
us. He is an Entertainer, and his 
job is to stroll around the park and 
keep the visitors happy, especially 
when they are waiting in long 
fines, That yellow лере to the left of the path is а Security 
Camera. If it spots a troublemaker, such as someone setting trashcan 
fires or bothering other guests, a Guard is immediately dispatched to 
handle the problem. Without Security Cameras, a Guard must see the 
culprit with his or her own Pyes before being able to respond. 


check on its 


performance by double-clicking on the site. 
The profile screen tells you how many 

visitors used the sideshow during the 

previous month and whether they enjoyed it. 
Based on this information, you can also adjust 
various cost factors that influence customer 
satisfaction and net profits. 


Fig. 2-5. On the left side of the main path- 
way are a sideshow, the Shooting Gallery, 
and a ride, The Froster. Sideshows are very 
important to your success because they 
provide places for older and less-energetic 
visitors to enjoy. Rides such as The Froster 
are far less expensive than roller coasters, 
and they take up less real estate. Your 
park should have every type of secondary 
ride available, to provide a wide range 
| entertainment options for your guests. 


Fig. 2-8. On 
the other 
side of the 
; center path 
is Sub-Zero, a giant merry-go-round that is 
closed for repairs (note the red signs). 


fig. 2-9. 
When the 


Fig. 2-7. You can right-click on any ride 
to experience it first-hand. However, you 
| probably shouldn't try The Froster after 
eating a chili dog, because the ride involves 
| bouncing up and down on a giant snowman. 


pleted his repairs, the signs go down and the 
ride is open for business. 


Fig. 2-10. Tucked away in the corner to the 
right of the main gate is a cluster of small 
structures. They aren’t very exciting, but 
they're important nevertheless. The small 
cottages with colored flags are men's and 
women's bathrooms. The building that looks 
like a bag of french fries is a dead give- 
away; the barrel-shaped hut with a giant 
straw is a drink stand. 


function is 
obvious. 
Although 
you don't 
make 
money from a bathroom, you will make friends 
if you keep it clean. A patrolling Janitor takes 
care of that, but sometimes you'll need to call 
a Janitor immediately if the visitors start 
complaining. Dirty bathrooms have an extremely 
negative effect on your visitors’ happiness. 


| Fig. 2-12. 
With so 
much to do 
in a theme 
park, your 
visitors 
work up 
quite an 
appetite. During the early stages of construc- 
tion, you are limited to Drinks and French Fries 
Shops, but with advanced research you'll be 
able to add Hot Dog Stands, Restaurants, and 
other food shops. 


Fig. 2-13. With 
hundreds of 
visitors crowding 
your park, your 
staff continues 
to grow, and 
with a larger 
x workforce comes 
the need for additional staff buildings. We located 
a cluster of employee buildings just west of the 
main gate. At the time we began construction, 
this area was the extreme southwest corner of 
the park. But, later—after meeting our first 
objective—we would expand farther to the west 
after draining a swamp. In SimCoaster you can 
expand each zone to four additional areas beyond 
the main gate. For that reason, it is always a good 
idea to build pathways around the perimeter so 
that you will have easy access to new areas. 


Fig. 2-15. When your employees are not 
working or resting, they can learn new 
skills in the Training Room. These skills are 
necessary for the completion of various 
objectives, so it is important to regularly 
review your employees' abilities, and send 
them to the Training Room when a new 
ability is available. An employee can only 
have one skill at time. You can re-train an 
employee but he will lose his previous skill. 


Fig. 2-14. Keeping your employees happy 
is just as important as keeping your guests 
entertained. As your park grows, each 
employee's job becomes more demanding, 
and they require two things: more money 
and a place to rest. If your park is profitable, 
you'll be able to satisfy the first need, thus 
keeping your workers on the job and off the 
picket lines. As for your employees’ R & R, 
all you need is a series of strategically 
placed Staff Rooms to keep them well 
rested and happy. It is important to scatter 
the Staff Rooms around the park so that 
employees don’t waste too much time 
walking back and forth from their breaks. 


Fig. 2-16. Your Engineer needs to learn 
Ride Upgrading if you want to upgrade your 
ride to the next level or build a Photo Kiosk 


to attract more customers. 


THE S 


Fig. 2-17. Every park employee performs a 
valuable service, but Scientists research 
new attractions, ride upgrades, and park 
expansions. Without their valuable work in 
the Research Lab, you won't be able to 
build new rides, sideshows, shops, facilities, 
or features. Unlike other employees who 
work in different locations around the park, 
the Scientists are limited to the Research 
Lab, so it doesn’t matter where you put it. 


Fig. 2-19. Riding your own roller coaster is 
a special treat. Like most coasters, this one 
starts slowly as it leaves the station. 


CASTER сурер TO 


Roller Coasters 


Fig. 2-18. Now it’s time to visit our star 
attraction, the Snow-Go 2. As you can see, 
the line is long, and for good reason. This 
roller coaster cooks! In fact, it received 

a Fastest Coaster Award. We placed our 
coaster at the back end of the park so 
visitors would walk past other attractions 
to reach it. 


My. 
FANY 
ay Bil 


Fig. 2-21. Look around the park as the car Fig. 2-22. That girl behind you looks a 
reaches the top. little concerned. 


Park Expansion 


additional 
research, we 
were able 
to build 

a Super 

the 


Fig. 2-24. After filling the swamp to the 
west, we were able to access a long, irregu- 
lar-shaped area. Once again, we built a 
roller coaster around the perimeter and 
then added other rides, shops, and 
sideshows in the middle. 


Sailcarts track that fit perfectly in 
northwest corner of the new area. 


Fig. 2-26. By creating a very long straightaway, we also earned a Fastest Go-Kart Track Award. 


Features 


Although not as exciting as building rides and sideshows, it is important to add a pleasing 
collection of Features to your park. Trees, boulders, hedges, bushes, and other decorative items 
help your guests relax during their hectic day at the park. 


Fig. 2-27. You begin each theme zone with a few Features related to the area. In The 
Frozen Tundra, we built Snowmen and Bushes. However, with continued research, we will 
be able to build Frozen Mammoths, Signposts, Loudspeakers, and Pine Trees. 


When you take over as Assistant Manager of the theme park, Mr. Maybury, the aging President, 
gives you full rein to make all decisions. However, you still receive a steady stream of advice from 
the SimCoaster management team (whether you ask for it or not). In this chapter, we introduce 
seven key personalities, including the old man, Mr. Maybury. Sometimes their advice is a little 
silly, but scattered among the bad jokes are valuable tidbits that can help you improve your 
park. You would be wise to listen carefully, or your park might end up on the wrong side of the 
ledger in the all-important Annual Report. 


Mr. Banks, Finance Director 


Pity the poor park manager 
who receives a bad grade from 
Mr. Banks, the Finance Director. 
You'll hear from Mr. Banks at 
the end of each year when he 
generates his Annual Report. 
The Annual Report contains the following information, F 
displayed as year-end values, as well as percentage пыкше 
increases or decreases over the previous year. Fig. "ps тант Rem грлата PER 
e Revenue Mr. Banks. 

* Profit 

* Park Value 

• Number of Visitors 


* Average Visitor Satisfaction 


You'll also interact with Mr. Banks when you accept 
incial challenges. Because Mr. Banks is always con- 
with the bottom line, his challenges are usually 
n sales, such as solving a hot dog overstock 

or maintaining a minimum monthly gy 


$ 4 2 


Fig. 3-2. Mr. Banks issues a Hot Dog 
Overstock Challenge. 
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TIP 


Time is of the essence when your challenge requires an increase in profits. . 
Use the Attraction Financial Controls screen to quickly change the price of a 
ride, shop, or attraction. Squeezing extra profits out of sideshows and food 
shops takes more precise adjustments. Visit each location to adjust product 


costs and profit margins. 


Miss Buckle, Facilities Director 


Miss Buckle is the park 
worrywart. Actually, she is a 
visitors best friend because 
she keeps a sharp eye on 

the quality of park facilities. 
Miss Buckle also monitors 
staff facilities and the general 


Please don't let me down. My nemes can't stand it. 


working EUR, in the 152 When Miss Buckle issues a 
challenge, you can expect it to entail ride safety. 


Fig. 3-3. Miss Buckle likes her rides to 
run perfectly...or better! 


TIP 


When it comes to ride safety, the Engineer 
is your most valuable commodity. During a 
Safety Challenge, go to the List All 
Attractions menu, display All Rides, then 
check each ride’s State of Repair. Dispatch 
Engineers to any rides that fall in the 


orange or red range. 


When your park visitors are > 
happy, Mr. Topp is ecstatic. " 
His challenges are always | 1 
related to how much your 

visitors like the rides, ? 

sideshows, and shops. 


Fig. 3-7. Mr. Topp’s Customer Happiness 
Drive. 


For a quick take on your visitors’ happiness levels, select List All Visitors on 
the Visitors menu. You can sort the names by current thoughts to isolate the 
guests who are unhappy. When you locate the sad sacks, call for an 
Entertainer to provide a quick attitude adjustment. For improvements that 
have long-lasting benefits, yau'll need to consider the following: 

* Are your visitors hungry or thirsty? 

• Do you have enough landscaping (so that your guests have enough areas to relax)? 

• Do you have a few sideshows for your older, less-energetic visitors? 


e Is the park littered with garbage? 

e Are the bathrooms clean and accessible to all areas of the park? 

* Are the Guards taking care of behavior problems? 

* Are the Engineers keeping up with ride maintenance, or are visitors coping with 
frequent breakdowns? 

• Аге you upgrading your rides to keep visitors from getting bored? 


NC OA ST, 
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Miss Moody, Human 
Resources Director 


If it seems like your inbox is 
always filled with memos from 
Miss Moody, that’s because it 
probably is. As your park 
grows, so do your headaches— 
at least where employees 

are concerned. Keeping your 
E Lam staff productive, 
happy, and well 
paid is a full-time job. Although she can be a royal 
pain in the park, you'll come to appreciate Miss Moody's 
efforts. Do not ignore her messages, especially when 
she passes along a staff member's salary request. If 
you fail to act on these demands, you could face a 
prolonged strike, which can cause your visitors" 
happiness levels to take a plunge...wouldn't you be 
em upset if you had to step over garbage and puddles of 
Fig. 3-6. If it is from a key staff person, vomit while the janitors formed a picket line? 


you had better meet the salary demand. И . К 
Or, you could take a hardline approach | When Miss Moody issues a challenge, it is always based 


and risk losing him or her. on improving employee relations, such as keeping the 
park strike-free for 90 days or boosting the staff's 
happiness levels. To prepare for an employee challenge, 
check the following: 


Fig. 3-5. Miss Moody lets you know 
when a disgruntled employee demands 
a pay increase. 


* Do you have enough Staff Rooms for your employees? 
e Have you assigned reasonable patrol areas for — 
each employee, or are they overworked? 
* How long has it been since you gave your staff a 
nice raise? B 

Is your staff large enough to cover your pt 


Fig. 3-7. Make your staff happy for 30 


days and you can earn a handsome bonus. 


Professor Newton, 
Technology Director 


If you want to keep your visi- 
tors interested, you need the 
services of a few Scientists 
who can upgrade your exist- еле тте пой Re S оо 
ing rides and develop a few 
i new ones. Professor Newton 
e is the eccentric but creative 
- leader of the Technology Department. He takes it 

- personally when a competing park builds a ride that 
outperforms one of his favorite attractions in your 
park. He will frequently issue challenges to attract a 
minimum number of visitors to a particular ride. 


* 
© 
© 


Fig. 3-8. Professor Newton likes to see 
the ticket turnstiles spinning. 


As your park expands, drawing visitors to any particular ride becomes increasingly difficult. 
Here are a few tips for boosting ticket sales. 


* Make sure your visitors can get to the ride easily. As your park expands, you might 
inadvertently cut off an important walkway. 

e Consider lowering the ticket price for the duration of the challenge. 

* Add a Photo Kiosk outside the attraction. 

* Make sure you have Entertainers hanging around the lines so your visitors do not get bored. 

* Check the roller coaster's track design. A few track-support adjustments can turn a dull ride 
into a real screamer. 

• Check the surrounding area. If visitors have easy access to food, drinks, bathrooms, and rest 

- areas (landscaping), they are more likely to hang around the attraction. 

can promote any attraction by building an Info Kiosk and placing it in a high-traffic 

" area. You can also change the attraction being promoted at any time. 


At this point in his life, Mr. Maybury is more concerned with his next 
round of golf than the operation of his park. But don't get too 
complacent about your performance. He keeps a handle on the big 
picture, and it is critically important that you meet all of his objec- 
tives if you want to eventually fill his shoes. 


As you might imagine, Mr. Maybury's objectives are considerably more complicated than selling 
a few more hot dogs or boosting ticket sales. In fact, you might be required to leave one land, 
finish a project in another, and then return to the first land to complete the job. 


Each objective's requirements are very specific, but here are a few things to consider before 
you begin. 


* If you must go to a different land, make sure the 
current one is in good shape before you take off (no 
strikes, sufficient workforce, relatively happy guests, and 
so on). 

* As you expand your park, pay close attention to areas 
that are initially closed off. Be careful not to build 
a ride that infringes on your expansion after you've met 
an objective. It is easy to get carried away placing tracks 
and supports only to discover that you have blocked 

ее your only entrance to а new area. 

Fig. 3-9. When Mr. Maybury gives you * Most objectives require Golden Tickets (earned by 

an opportunity for expansion, you completing challenges), so make sure you regularly 

better not let him down! accept—and complete—several challenges along the wa 


MrMaybu 


Markt 


As you can see by now, you need to coexist with a wide range of 
management types in SimCoaster. They run the gamut from helpful to 
annoying. But, fortunately, there is one personality who will always give 
it to you straight—The Advisor. This delightful lady will pop up in the 
lower right-hand corner of your screen. She is your park's eyes and 

ears, and her information is always important (with the exception of an 
occasional bad joke). 


reminders. Review the information and take the appropriate action. For your convenience, the 
most urgent messages flash red until you take care of them. 


Fig. 3-10. The Advisor has an important 
reminder about an employee's wage 
demand. 


Fig. 3-11. In the Message Center, you 
can review messages. 


Introduction 


If you can imagine it, you can build it in SimCoaster. Keeping your rides and 
attractions in working condition, though, requires the diligent support of a 
skilled, well-organized staff. Your employees gain experience while carrying 
out their normal job duties, and they acquire special skills during training 
sessions. However, to achieve maximum efficiency from your work force, 
you must do more than just sign their pay checks. In this chapter, we intro- 
duce the six types of Simſnaster employees, with special tips on keeping 
them happy, healthy, and productive. 


Janitor 


Job Description 
It's a dirty job; fortunately you can hire someone to do it. The 
Janitor is responsible for keeping your park clean. That includes 
] picking up food wrappers, fallen ice cream cones, and any other 
garbage that messy park visitors leave behind. Hopefully, most of 
your guests will put trash in 
its proper place; make sure 
your Janitors' patrol routes 
take them past the Trash 
Bins. 

Oh, and don't forget 
the important theme park 
formula: 


Roller Coaster + Kid + 4 hot dogs + 
ice cream sundae + large soda = 
upset stomach. 


s - 
Fig. 4-1. The brown-coated Janitors stroll 
the park, broom in hand. 


Yes, your Janitors have the unique honor of cleaning up vomit from people they don’t even 
know. However unpleasant that may be, it is an important task, because park visitors become 
very unhappy if they have to step over someone else’s lunch on their way to the next ride. 

Janitors are also responsible for keeping the bathrooms tidy. A dirty toilet has an even greater 
negative effect on your visitors than a pile of hot dog wrappers does, so setting up your patrol 
routes to include all bathrooms in your park is critical. 


Fig. 4-2. Visitors had to run a gauntlet 


of vomit to get to their favorite roller 
coaster—hurry, call the Janitor! 


Fig. 4-3. Janitors are inexpensive to hire, 
so don’t be shy about increasing your 
workforce. 


Advanced Training 
As soon as you build a Training Room, send 
your Janitors for special instruction in 
Firefighting. Theme parks always attract a few 
mini-pyromaniacs who have great fun setting 
fires in trash cans. Send your Janitors to put 
out the fires, and send your Guards to dispose 
of the troublemakers (see Guards below). 


es require this important skill, so 
get to provide special traini . 
f . 


Fig. 4-4. As soon as possible, teach your 
Janitors to fight fires. 


Engineer 


Job Description 
Every theme park needs a 
resident mechanical genius, 
and that’s where the 
Engineer fits the bill. Every 
ride in SimCoaster has a 
limited operating life. 
Although every ride eventu- 
ally breaks down and must 
be condemned, an engineer 
can extend a ride’s life by 
conducting regular service 
calls that catch potential 
problems before they cause 
shutdowns. An Engineer can 
also get a ride that has been closed for repairs up and running in short order. 
In addition to maintaining rides, an Engineer is the only worker who can complete a ride 
upgrade (after the Scientist researches the necessary technology). Send your Engineers to the 
Training Room as soon as possible to learn this valuable skill. 


Fig. 4-5. A SimCoaster Engineer wears a 
hard hat and blue overalls, and always 
carries a hammer. 


An Engineer is only responsible for rides, so you 
don’t need to establish a patrol route to cover staff 
buildings, shops, or sideshows. You should hire a 
sufficient number of Engineers to avoid lengthy 
repair or upgrade delays. 


Fig. 4-6. An Engineer enters the Training 
Room to begin his ride upgrade schooling. 
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Advanced Training 
| An Engineer earns roughly three times the wages of a 
Janitor, not only because of the position’s technical 
demands but also because of a greater potential for 
advanced training. An Engineer is required to complete 
eight of the eighteen SimCoaster objectives. The 
following list includes the specialized skills needed to 
complete these important tasks (listed in their order of 
appearance in the game): 


1. Ride Upgrading 
2. Rock Blasting 
3. Stonemasonry 
4. Construction 

5. Tunneling 

6. Demolition 


Fig. 4-7. This roller coaster is closed 
while the Engineer completes his repairs. 


Entertainer 


Job Description 

With so many rides, 
sideshows, and shops to 
visit, it’s hard to imagine 
how anyone could be bored 
at a theme park. But some- 
times the lines are too long 
or the French fries are too 
salty. Sometimes a sudden 
thunderstorm will erupt and 
dampen your spirits. At 
times such as these, all it 
takes is someone in a goofy 
costume +о уеп things uR 
a little 3 


ay E. “É S 


Fig. 4-8. A walking candlestick pauses to 
entertain the guests. 
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Entertainers are inexpensive to hire, so make sure 
you cover every corner of your park. Pay special 
attention to the lines for your most popular rides. 
Also, it is a good idea to station an Entertainer by 
the front gate, where arriving (or departing) visitors 
can get immediate boosts in happiness. 


success of your t theme park = 


Fig. 4-9. This cores spaceman is 
happy to blow his top for a few laughs. 


Tip 

Entertainers will perform for any- 
one as they walk through the 
crowd, so there is no need to 
restrict them with small patrol 
routes. Also, you can immediately 
direct an Entertainer to any visitor 
who is unhappy. Check the “List All 
Visitors” screen and scroll down the 
list looking for sad sacks. 


Fig. 4-10. Some of these guests could 
use mood adjustments. 


Advanced Training 


Sorry, this isn’t rocket science. You pay an Entertainer to be silly, not to learn quantum physics. 
What you see is what you get. 


Guards 


Job Description 

As your park’s attendance 
increases, so does the 
potential for crime or, at the 
very least, rowdy behavior. A 
Guard responds quickly to 
any problems, but a theme 
park has a lot of ground to 

| cover, so you must assign 

| specific patrol routes. Some 
of the calls might include 
stopping a fire-starter, or 
persuading a belligerent 
guest to stop spreading 
nasty rumors. A Guard's 
methods are very direct, but extremely effective: if a 
Guard finds a stink bomb, a Janitor will clean it up, 
but the Guard will catch the pranksters and remove 
them from the park—problem solved! 


Fig. 4-11. A Guard pauses by the front 
gate to monitor the comings and goings. 


Advanced Training 


Fig. 4-12. With a troublemaker in his 
sack, a Guard heads for the front gate. 


Like Entertainers, Guards are not required for the 
completion of park objectives. However, you can 
improve a Guard's abilities in the Training Room, 
where he can learn First Aid. 


Fig. 4-13. Guards are trained in First 
Aid—which will come in handy if a guest 
Å becomes sick. 


Scientist 


Job Description 

With a staff of creative 
Scientists, you can “rein- 
vent” your park with new 
and more exciting rides. 
However, Scientists are not 
immediately available when 
you first open a theme park. 
‚| You must first attract 40 vis- 
| itors to the park (Objective 
#1) before you can build a 
Research Lab. Once the lab 
is in place, you can hire 
Scientists. 


@ 4m. > Sx. 9 


Fig. 4-14. This Scientist heads for the 
lab, where he will work on a new ride 
upgrade. 


Scientists can research a wide range of projects, including new rides, upgrades of existing 
rides, sideshows, shops, facilities, and special features. Each project requires a varying amount of 
time and money to complete, so you might have financial restrictions even though all potential 
projects appear in the list. 


You can assign one or all of your Scientists to a project, and you can control their work rates, 
but be careful not to push your "big brains" too hard, or they might revolt! 


2. 


Fig. 4-15. Consult the Project List to find Fig. 4-16. Manage your resources to 
a research project you can afford. control how fast your Scientists finish 
a project. 


Op PRIMA’S OFFICIAL STRATEGY GUIDE 


Advanced Training 

Scientists come ready to tackle the most difficult 
projects. They do not require additional training, but 
you should make sure they are always busy. An idle 
scientist is a waste of your park’s most valuable 
creative asset. 


Gardener 


Job Description 

A theme park is a dazzling world of adventure for its most energetic 
visitors. However, not everyone is looking for a hair-raising ride on a 
roller coaster. Even youngsters get tired, and many of the park’s older 
visitors need to relax to keep pace with their younger companions. 
Your Gardeners can help create peaceful areas throughout your park 
by installing and maintaining plants, fountains, boulders, and other 
structures that are pleasing to the eye. 


Of course, just planting a few trees and bushes is not enough. If 
vegetation doesn’t receive the required care, it will shrivel and die. 
Park visitors will be under- 
standably upset if they have : 
to walk past dead trees or 
rusty vent pipes. 


Fig. 4-17. With watering cans in hand, 
this Gardener is ready to care for the row 
of trees in his patrol area. 
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Advanced Training 

Gardeners are required for the completion of nine 
park objectives. You must train your Gardeners in 
the following areas before they can fulfill their 
responsibilities. 


1. Water/Drainage 
2. Landfill 

3. Landscaping 

4. Logging 

5. Excavation 


Fig. 4-18. Your Gardeners will spend con- 
siderable time honing their skills in the 
Training Room. 
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Introduction 


In this chapter we review SimCoaster’s collection of 66 rides (22 in 
each theme zone). They are arranged in alphabetical order, by zone. 
For easy reference, we converted the information bars on the Buy 
Ride screens to numerical ratings from 1-10 (10 is best). Additionally, 
ме include upgrade costs and any changes in ride performance for 
each level. Finally, we reveal the Hidden Rides at the end of the 
chapter. Although there are four rides in each zone, you must go 
back and forth between the zones in a particular order before you 
can open all the rides. For this reason, the Hidden Rides are listed in 
heir order of appearance in the garne. 


Acquiring rides and upgrades, especially later in the game, can be 
severely limited by your bank account. Hence, it is more important to 
first develop a park that makes money, instead of draining your bank 
account by buying every available ride. Add rides patiently, one at a 
time, as you build a strong revenue stream. 


It is critical to establish maintenance patrols so your Engineers 
can catch impending breakdowns before they occur. Each breakdown 
takes a substantial chunk off the ride's remaining life. By servicing 
the ride regularly, you can avoid these negative hits. 


Tip 
Upgrading your rides costs money, but you will earn your investment: 
back, and then some. An upgrade allows a ride to run faster and 


accommodate more passengers while cutting your operating costs. The 


higher performance does not cause the ride to wear out any faster 


than before the upgrade. 


RI 


Land of Invention 


Bellows Bouncer 


Cost: $1,000 
Description: Inexpensive kiddie 
Availability: At start 
Upgrades: Level 2, 3, Photo К 
Excitement: 6 
eliability: 6 
Working Life: 4 


Default Ride Settings 


Level Cost Safe Capacity Speed Duration 


Cost: $1,400 
Description: Popular family ride; 
high maintenance 


Upgrades: Level 2, 3, Photo Kios 
Excitement: 7 : 


Default Ride Settings 


Duration 


Freefaller 


Cost: $1,800 
Description: Vertical drop — 
Availability: Needs researching 
Ipgrades: Level 2, 3, Photo Kit 
Excitement: 8 
Reliability: 5 
Working Life: 9 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Fundustrial Revolution 
| Y^ 


Reliability: 9 
Working Life: 9 


Default Ride Settings 
Safe Capacity Speed Duration 


Goldmine 


Cost: $11,000 plus track : 
Description: Suspended roller co 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 
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Gravitor 


scription: Inexpensive kid 
lability: Needs researchin 
rades: Level 2, 3, Photo 
itement: 9 


q 
| 
j 
) 


> S Working Life: 9 


Speed Duration 


HypnoClock 


Eee cost. $1,200 


— Upgrades: Level 2, 3, Photo Kios 


Default Ride Settings 
Level Cost Safe Capacity Duration 


Inventive World 
; > 


SSSSSTS XJ 


EE 
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cost: $1,200 


Description: Simulator 
Availability: At start 


Excitement: 5 
Reliability: 8 
Working Life: 10 


2 


Upgrades: Level 2, 3, Photo Ki os 


Duration 


st: $1,800 
escription: Fast, spinning ride 
Availability: Needs researching 
grades: Level 2, 3, Photo Kio 
xcitement: 7 x 
Reliability: 8 : 
Working Life: 10 


Default Ride Settings 
Level Cost Safe Capacity Duration 


t: $13,000 plus track 
Description: Roller coaster 
Availability: Needs research 
rades: Level 2, 3, Photo 


„у 6 


Duration 


gu SS 


RIDE 


Miniature Dreadnaughts 


escription: Go-kart track 
Eum: Needs e _ 


Working Life: 9 


Default Ride Settings 


Level Cost Safe Capacity Speed Duration 


Ocean Motion 


ost: $1,600 
Description: Bumper cars in th 
vailability: At start : 
Upgrades: Level 2, 3, Photo Ki | 
Excitement: 7 

Reliability: 5 

Working Life: 6 


Safe Capacity Speed Duration 


Description: High-voltage roller с 
Availability: Needs researching _ 


bility: 9 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


WAX 6 * 
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Revolver 


. 
. 


Duration 


Cost: $9,000 plus track — 
Description: Family roller coaster 


liability: 9 9 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


‘ost: $11,000 plus track 
Description: Log flume 
lvailability: At start = 
Upgrades: Level 2, 3, Photo Кї 
Excitement: 8 : 
leliability: 9 
Working Life: 9 


Default Ride Settings 
Duration 


Steamer 


t: $1,400 _ 
ription: Steam-powered eleva 
Availability: At start 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Description: Slide : 
Availability: Needs researching 
Upgrades: Level 2, 3, Photo I 
Excitement: 2 
eliability: 8 
Working Life: 10 


S 


Default Ride Settings 
Level Cost Safe Capacity Duration 


Polar Zone 


Alpine Ace 


cription: Roller coaster 
bility: At start : 
des: Level 2, 3, Photo Kiosk 


ng Life: 10 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Description: Simulator — 
Availability: Needs researchin 
Upgrades: Level 2, 3, Photo K 
Excitement: 5 
Reliability: 8 
Working Life: 9 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Default Ride Settings 
Level Cost Safe Capacity Duration 


efault Ride Settings 
Level Cost Duration 


Default Ride Settings 
Level Cost Duration 


Upgrades: Level 2, 3, Photo 
Excitement: 9 


Duration 


st: $2,200 - 
Description: Water track boat 
Availability: Needs researching 
Upgrades: Level 2, 3, Photo Kiosk 
Excitement: 3 
eliability: 7 
Working Life: 7 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Default Ride Settings 
Level Cost Safe Capacity Duration 


lc bility: Needs researching _ 
ades: Level 2, 3, Photo Kiosk 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


st: $1,800 plus track 
Description: Roller coaster - 
Availability: At start — 
rades: Level 2, 3, Photo 


Working Life: 9 


- Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Snowstorm 


Bou». Spinner 
ailability: Needs researching — 
Ipgrades: Level 2, 3, Photo Ki 
Excitement: 8 
Reliability: 4 
rking Life: 4 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Sub-Zero 


Safe Capacity Speed Duration 


Super Sailcarts 


Default Ride Settings 
Level Cost Safe Capacity Duration 


The Cold One 


Cost: $13,000 plus track 
Description: Log ride 
Availability: Needs researching 
Upgrades: Level 2, 3, Photo Ki 
Excitement: 7 
Reliability: 7 
Working Life: 9 


Duration 


The Froster 


t: $1,500 

scription: Bouncy castle 
vailability: At start ; 
Ipgrades: Level 2, 3, photo 
7 


Life: 10 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


$2,800 : 
ption: Spinning ride 
ability: Needs research 


Default Ride Settings 
Safe Capacity Speed Duration 


The Yeti 


t: $14,000 plus track _ 
Description: High-speed roller с 
Availability: Needs researchin 
Upgrades: Level 2, 3, Photo Ki 
Excitement: 9 

Reliability: 8 

Working Life: 10 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Tide Rider 


: $14,500 plus track 
escription: Log ride 
lability: Needs researcl 
ades: Level 2, 3, Photo 
nent: 9 i 
ability: 7 

ki 29 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


MC OAS : 
2 55 Ripe 


Arabian Nights 


Bassam’s Spiral 


Cost: $2,500 

Description: Slide 

Availability: Needs researching 
Upgrades: Level 2, 3, Photo Kiosk 
Excitement: 4 
Reliability: 7 
Working Life: 4 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


st: $6,000 plus track 
iption: Water track 
ility: Needs researching — 
ades: Level 2, 3, Photo Kiosk, 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Enrapture 


t: $2,000 
cription: Bouncy castle 
lability: At start - 


Default Ride Settings 
Level Cost Safe Capacity Duration 


Description: Roller coaster ; 
Availability: Needs researching 
Upgrades: Level 2, 3, Photo Kios 


Default Ride Settings 
Level Cost Duration 


g Мо uos pe 
RI 


Flight of the Phoenix 


ability: Needs researching _ 
rades: Level 2, 3, Photo Kiosk 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


PRIMA’S OFFICIAL STRATEGY GUIDE 


Gardens of Babylon 


>» 


jailability: Needs researchin 
grades: Level 2, 3, Photo Ki 


а vei " 1 „ 
5 S 9 


Speed Duration 


Default Ride Settings 
Level Cost Safe Capacity Duration 
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cription: Rotating flying 
availability: At start 
Upgrades: Level 2, 3, Photo 
Excitement: 8 


efault Ride Settings 
Cost 


Speed Duration 


‘ost: $3,600 

Description: Big wheel 
vailability: Needs researching 
Upgrades: Level 2, 3, Photo Kios 


Working Life: 6 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


— — Cost: $14,600 plus track 

| | Description: Log ride 
vailability: Needs researching 
Upgrades: Level 2, 3, Photo 
Excitement: 7 
Reliability: 8 


efault Ride Settings 
Cost Safe Capacity Speed Duration 


el bien ner 


Default Ride Settings 
Level Cost Safe Capacity Duration 


Terror Cotta 


‘ost: $16,000 plus track _ 
Description: Log ride 


efault Ride Settings 
: Cost Safe Capacity Duration 


^ 


The Curse 


ilability: At start | 
rades: Level 2, 3, Photo 
ement: 8 = 


EA 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 
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ost: $13,000 plus track 
Description: Roller coaster _ 
Availability: At start 5 
Upgrades: Level 2, 3, Photo Kio 
Excitement: 9 
Reliability: 7 
:9 


Duration 


: Needs „„ 
Upgrades: Level 2, 3, | 
Excitement: 9 
Reliability: 3 
Working Life: 8 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


The Seven Seas 


Cost: $4,000 

jon: Water ride 
Availability: Needs researchin 
grades: Level 2, 3, Photo 


b ^ Level Cost Safe Capacity Speed Duration 


Default Ride Settings 
Level Cost Safe Capacity Duration 


™ 
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Duration 
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Special Rides 


In this section, we describe SimCoaster’s Special Rides. These rides 
are not available on the regular Build Attraction menu. Instead, they 
are already on the map, one in each of the 12 expansion areas (4 in 
each theme zone). However, the Special Rides are inactive. After 
opening a new area, you can click on the ride to display the 

requirements, as listed below. 


Land of Invention 


Wheel Deal 


6 316023 | 
WK ; _ ех іс Profile 
' cription: Water ride 


Safe Capacity Speed Duration 


Great Lake 


ription: Boat ride 
Area: 3 

Upgrades: Level 2, 3, Photo Ki 
Training Requirements: : 
2 Gardeners; I Water 
1 Landscaping 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


S LIFT 


Thrill Mill 


Upgrades: Level 2, 3, Photo Kio: 
raining Requirements: 
1 Engineer: Tunneling 
1 Gardener: Logging 


Safe Capacity Speed Duration 


High Flyer 


§ 330085 


Description: Mechanical bird tou 
Area: 10 : 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


8,323846 


Polar Zone 


Drop in the Ocean 


ing Requirements: 
3 3 Engineers: 2 Rock 
1 Construction 


Cost Safe Capacity Speed Duration 


RIDE 


11 
des: Level 2, 3, Photo Kk 


Default Ride Settings 
Level Cost Safe Capacity Speed Duration 


Reindeer Run 


ription: Sleigh swing 
a: 12 


Safe Capacity Speed Duration 


Hasty Husky 


Profile t 
iption: Husky sled ride 
des: Level 2, 3, Photo ! 
ng Requirements: 
3 Engineers: 2 Rock B 
1 Construction | 


Safe Capacity Speed Duration 


Arabian Nights 


The Scarabs 


cription: Beetle cars 
7 _ 
rades: Level 2, 3, Photo Кї 
Jump, Tunnel : 
"raining Requirements: 
1 Engineer: Stonemasoni 


al Safe Capacity Speed Duration 


Spin Djinn 


cription: Genie spinner 

8 : 
des: Level 2, 3, Photo 
ing Requirements: _ 
1 Gardener: Excavai 


Default Ride Settings 
Level Cast Safe Capacity Speed Duration 
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a: 14 : 
grades: Level 2, 3, Photo Ki 
raining Requirements: :- 
— 3 Engineers: 2 Ston 
1 Construction 


Duration 


ription: Bumper cars 
ba: 15 


Upgrades: Level 2, 3, Photo Kiosk 
raining Requirements: - 
1 Engineer: Construction 


Default Ride Settings 
Level Cost Safe Capacity 


Duration 


When you begin your first game in the Land of Invention, you will have a number of shops and 
sideshows available for construction. The list varies slightly from one theme zone to another; 


however, it is always limited in number. After you construct a Research Lab and hire Scientists in 
each zone, you can research additional shops and sideshows. In this chapter, we offer pictures, 
statistics, and tips for the shops and sideshows available in SimCoaster. 


Shops 


The shops of SimCoaster provide your visitors with food, drink, and merchandise. Place a variety 
f shops, especially food stands, between your major rides and attractions. 

Throughout the game, you must monitor and adjust shop prices to meet your short- and 
ing-term goals. Each adjustment has a different effect. If you raise prices too high or lower the 
uality of goods, the Value for Money bar will slide to the left and you'll risk a significant drop 
n Overall Visitor Happiness. On the other hand, if you drop prices dramatically, your customers 
ill be thrilled but the profits will dwindle. 

Occasionally, you will need to make dramatic adjustments to prices or quality to meet a 
challenge's requirements. However, remember to readjust your prices to reasonable levels after 
you win (or lose) the challenge. Left unchecked, bad pricing in your shops will cause serious 
damage to your theme park career. 


Zone: A shop can have different construction and running costs, depending on the zone in which 
it is built. 

Building Cost: Initial cost of construction. You can immediately delete a new shop and regain 
100% of your investment. However, after the shop is open for business, its Scrap Value quickly 
drops to 50% of the initial cost and then continues to depreciate over time. 

thly Running Cost: Regular monthly outlay (does not change). 

dian Cost of Goods: Cost of goods with all product controls set in the middle (quality, 

, amount of ice, etc.). 

ice: With all product controls set in the middle (see above), this is the highest 
mate price that will still keep the Value for Money bar in the green. To put it simply, 
uch as you can charge уй yout u d customers. 


TIP 


As you review the following profiles, you'll see that some products 
have very slim profit margins when sold at their median prices. 
Because you can’t please everyone and still run a successful park, 
you'll need to make adjustments. That might entail lowering the fat 
content of your hot dogs or shrinking the portions of ice cream. 
However, it is a good idea to establish median prices until your park 


really starts to pack in visitors. That will guarantee a conservative but 


Positive cash flow. After you have a captive audience, you can start 
charging your loyal customers a little more. Keep bumping up the 
Prices until your customers begin to grumble (The Advisor will let you 
know), and then back off a little. Your bottom line will improve, and 
you'll still have a thriving theme park. 


‘Balloon Shop 


Building Monthly Running Median Cost Median 
of Goods Price 


Fig. 6-2a. Polar Zone Fig. 6-2b. Arabian Nights 
Building Monthly Running Median Cost Median 


Cost of Goods Price 


Building Monthly Running Median Cost Median 
of Goods Price 


Building Monthly Running Median Cost Median 
Cost of Goods Price 


™ 
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Fig. 6-5. Land of Invention Fig. 6-5a. Polar Zone 


Building Monthly Running Median Cost Median 
Cost of Goods Price 


VÀ ЖД 
Fig. 6-5b. Arabian Nights 
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| Fig. 6-6. Land of In ention 


Building Monthly Running Median Cost Median 
of Goods Price 


Hot Dog Stand 


вв 
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Fig. 6-7. Land of Invention Fig. 6-7a. Polar Zone 
Zune Building Monthly Running Median Cost Median 
Cost Cost of Goods Price 
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Fig. 6-8. Polar Zone Fig. 6-8a. Arabian Nights 


Building Monthly Running Median Cost Median 
Cost of Goods Price 
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| Fig. 6-9. Land of Invention lar Zone Fig. 6-9b. Arabian Nights 


Building Monthly Running Median Cost Median 
Cost Cost of Goods Price 


Umbrella Shop 


* 
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Fig. 6-10. Land of Invention Fig. 6-10a. Polar Zone 
Building Monthly Running Median Cost Median 


Cost of Goods Price 
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Sideshows 


All three zones share four basic sideshows: Arcade, Grab-a- 
Prize, Shooting Gallery, and Test of Strength. Additionally, 
each land has two original sideshows, as described in the 

profiles below. 

Unlike the sales/profit concept of shop pricing, a sideshow 
is a game of chance in which customers pay for the opportunity 
to win valuable prizes. You can use your sideshows to make 
money or simply to increase your visitors’ happiness. If every- 
one wins, everyone is happy. If they're happy, they'll stay in 
the park longer and spend money in your shops and on the rides. However, be careful to set 
the cost of a prize at a level that won't put a huge dent in your bank account. If that is your 
strategy, set the Cost of Prize at $25, Price of Game at $15-20, and slide the Chance of Winning 
bar all the way to the right. 


Fig. 6-11. This will cost you 
some money, but everyone will 
leave your Arcade happy. 


If you'd rather make money in your sideshows, you must 
reverse your strategy. Your prize value should be double the 
cost of a ticket. Slide the Chance of Winning bar just far 
enough to the left to keep the Excitement rating in the 
yellow. A few people will win, but with a high-ticket price, 
you'll make a good profit. Keep a close watch on your 
sideshows to make sure your visitors don't become too 
disenchanted with your stingy payoffs. 


Fig. 6-12. Rake in the money, 
but keep an eye on your Overall 
Visitor Happiness percentage. 
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Fig. 6-13. Land of Invention Fig. 6-13b. Arabian Nights 


Building Cast Monthly Running Cost 


Grab-a-Prize 
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Zone Building Cost Monthly Running Cost 


Building Cost Monthly Running Cost 
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Fig. 6-19a. Polar Zone 


Fig. 6-19. Land of Invention 
Profile 
Zone Building Cost Monthly Running Cost 


Fig. 6-20. Polar Zone 


Profile 


Zone 


Fig. 6-22. Land of Invention 


By the time you build a few rides, shops, and sideshows, The Advisor will start bugging you 
about taking care of your visitors’ personal needs, or to put it bluntly: "Where's the bathroom!” 
Your staff can use the park facilities, but they still need a place to rest, away from the madness 
of the park. Finally, after providing facilities for your guests and staff, it is time to dress up your 
park with a few bushes, flowers, and other features. In this chapter, we introduce the facilities 
and features of SimCoaster. Facilities are the same from zone to zone; however, each area has its 
own collection of features. Each item is described and pictured below. 


Facilities 
Bathrooms 


Building Cost 


Zone Cost 


Fig. 7-1. Land of Invention Bathrooms 
Your guests will thank you when you open a few Bathrooms. It is a good idea to place Male and 


Female Bathrooms in close proximity to one another. Although charging admission is an optio 
it's not recommended; having to pay to use the bathroom would not endear you to your visito 


regular cleaning, the bathrooms become soiled very quickly, and your Overall 
Visitor Happiness percentage will plumme 
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fig. 7-2. Don't let a Bathroom's Cleanliness bar 
| slip too far into the yellow. Of course, red 
would be a major crisis. 


Zone Cost 


i any isitors as you would like. A great way to boost sales is to add an Info Kiosk. This option 
ot immediately available. However, after researching the Info Kiosk, you should place several 


An Info Kiosk is most 


effective in any busy 


area of the park, even if 


you place it a long way 
from the attraction it’s 


promoting. 


Fig. 7-4. You can promote a ride, sideshow, or 
shop at your Info Kiosk. 


Research Lab 


Building Cost 


Zone Cost 


Fig. 7-5. Land of Invention Research Lab 


This is where your Scientists put their very large heads together to develop new attractions for 
your park. You can only have one Research Lab per zone, but that’s all you need (because you 
can pack it full of Scientists). For more information on how to research a new attraction, se 
Scientist in Chapter 4, "Hiring and Training Staff." 


Building Cost 


Zone Cost 


Fig. 7-6. Arabian Nights Security Camera 


The Security Camera is highly recommended for keeping a handle on park crime and mischief. It 
s relatively inexpensive, and it makes your Guards much more efficient. When the Security 
camera catches a troublemaker on tape, a Guard is dispatched and the problem is quickly solved. 
For more information on Guards, see Chapter 4, “Hiring and Training Staff.” 


Staff Room 


Building Cost 


CILITIES © 
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Your employees work hard, and they need a place to chill. Each Staff Room accommodates 10 
workers, so make sure you build enough facilities to handle your current staff. You should also 


place them fairly close to the busy areas of the park; otherwise, your employees will waste too 
much time walking back and forth. 


|I Garth MoFadane Entersiner. 


Fig. 7-8. Click on the Staff Room to see how 
many employees are loafing. 


Building Cost 


Zune 


Your SimCoaster employees arrive on the job with the necessary skills to handle their responsibil- 
ities. However, some of the employees require additional training to complete special challenges 
or objectives. You can right-click on an employee to send him or her for training; or click on the 
Training Room, then the training icon to view a list of all employees. You can also click on the 
Training Room to check on an employee's progress. An employee can only have one special skill 
at a time. If you train him in another skill, he will lose the previous skill. 


Fig. 7-10. A park Engineer is in the early 
stages of Ride Upgrading training. 


You don't think about a Trash Bin until 
you need it. Your park will thrive for a 
time without Trash Bins, but don't push it 
or your pathways will be filled with food 
wrappers and other rubbish. 


cILITIES © 
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Features 


It is so much fun to design roller coasters that it’s easy to forget your visitors’ other needs. First, 
they enjoy peaceful areas where they can get away from the stimulation of rides and sideshows. 
Second, they like scenery, both natural and man-made, especially during long walks from one end 
of the park to another. Adding features is the fastest way to raise a sagging Overall Visitor 
Happiness percentage. 

You can go to the Features menu and select a number of items that both enhance the beauty 
of your park and provide diversions for your busy guests. The following sections include pictures 
of the features found in the three SimCoaster theme zones, along with building costs and any 
special maintenance requirements. It should be noted that features get progressively more 
expensive as you move through the zones. 


TIP 


All vegetation features require regular care by Gardeners. It is best to 


divide your park into squares and assign a Gardener ta Patrol each 
one. Doing so will insure that all landscaping features receive enough 
water. (And that’s a good thing, because dead plants make your 


Visitors unhappy.) 


Land of Invention 


Boulder 


Cost: $125 
Required Maintenance: № 


Fig. 7-12. Boulder 


ost: 5 1 P 


Fountain 
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Fig. 7-15. Fountain 


Loudspeaker 


Cost: $100 
Choices: Call Chaos, Dots & Da 
Off the Dial, Ticking Time 
Required Maintenance: None 


t: $125 : 
uired Maintenance: Mone 


— 


Fig. 7-18. Pumping Unit 


Signpost 


ost: $100 (Small), $125 (Me 
150 (Large) : 


Required Maintenance: Garden 


‘ost: $100 | 
equired Maintenance: Mone 


Polar Zone 


Abominable Snowman 


ired Maintenance: None 


Fig. 7-23. Abominable Snowman 


Bush 


™ 
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quired Maintenance: 


Cost: $200 : 
Required Maintenance: No 


Frozen Mammoth 


st: $175 


Fig. 7-27. Frozen Mammoth 


Loudspeaker 


Choices: Foghorn, Gull Gab 
Seal Sound, Whalesong — 
Required Maintenance: Non 
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Parasol 


equired Maintenance: None 


Cost: $100 (Small), $140 (Mediu 
150 (Large) : 


Signpost 


Arabian Nights 
Bush 


: $125 (Small), $175 (Mediu 


) (Large) | 
wired Maintenance: Gardene 


Required Maintenance: Garde 


Fig. 7-34. Flower Bed 


Fountain 


Fig. 7-35. Fountain 


Loudspeaker 
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200 (Small), $250 
‘Large) - 


Sandstone 


: $100 (Small), $150 (Me 


tired Maintenance: None 


Fig. 7-39. Large Sandstone 


Signpost 


Cost: $200 (Small), $400 (Lar 
Required Maintenance: None 
stom Option: поа to 


SimCoaster gives you wide latitude to design the amusement park of your dreams. However, with 
so many rides, shops, and sideshows to choose from, entering your first theme zone can be a little 
overwhelming. In this chapter we show you how to launch a successful operation at Arabian 
Nights. Of course, each zone has its own attractions, but you can apply our building concepts 
anywhere in the SimCoaster world. 


Large Rides First 


When you first enter a zone, there is limited building area, so it is critical to place your large 
‘coasters first, and then fill in with smaller rides, shops, and sideshows. You can even overlap 
two large coasters to gain additional space. That's easier with the ready-made versions because 
“you can simply drag the coaster around until you find a perfect fit. Don't even worry about 
building a main pathway until you place your large rides. After you've done that, you will see 
the best way to direct traffic toward your popular and profitable coasters. 


Don't overlook the area 
beneath your roller coaster. 
There is plenty of room 
between track supports to 
put shops, sideshows, and 
even some of the smaller 
rides. Just make sure you 
have a relatively straight 
route to the main pathway in 


front of the coaster. 


Fig. 8-1. Arabian Nights is a long, narrow park, 
so until you meet the expansion objectives, you 
have limited options for placing large rides. 


Pathways 


After positioning your large coasters, extend the main pathway from the entrance in as straight a 
line as possible until you reach the farthest ride. We recommend constructing a double pathway 
from the gate to the midpoint of your area. That allows a greater traffic flow as visitors enter 
the park and stop at the first few attractions. 


From the main pathway, place branches going 
| off to the left and right. For now, do not worry - 
about connecting those branches on the east- 
| ern and western borders of your area. You wan 
| to keep your visitors from wandering around 
the map. Later, if you run out of building room, 
you can add pathways along the sides and ther 
connect the branches. If you do this too earl 
your visitors will spend more time strolling and 
less time spending money. 


Fig. 8-2. A double pathway will accommodate a 
crush of visitors in the area inside the entrance. 


Fig. 8-3. Fill the side streets with shops 
and sideshows. 


CAUTION 


Remember that some of the 
hidden rides, such as The 
Scarabs in Arabian Nights, 
require tracks. As you expand 
your pathways, be careful not 
to surround a hidden ride too 


' closely on all sides; if you do, 


you might need to destroy 


_ valuable. pathways and attrac- à 
tions just to accommodate the Fig. 8-4. Fill the side streets with shops 
ride when it opens. and sideshows. 


Inside the Front Gate 


When you first open a zone, it is important to create immediate excitement to stimulate the 
early crowds. After placing your coasters at the back of the park, concentrate on creating an 
attractive and interesting “midway” just past the main entrance. Fill this area with rides, 
sideshows, and gift shops. Aside from a couple 
of Drink Shops, don’t worry about placing too 
many food stands in the front of the park. Let 
your visitors work themselves up into a frenzy 
with a varied assortment of attractions. 
However, you should tuck some bathrooms in 
the corner, just past the front gate. And 
remember to place a Trash Bin close to the 
bathrooms. 


Fig. 8-5. Give your visitors a ton of entertainment 
choices when they pass through the main gate. 


Line Placement 


One of the most overlooked items is the waiting line. Although you can place an attraction 
immediately alongside a pathway, that can create problems when the line gets too long. On 
roller coasters and other popular rides, you should have a line that will accommodate 10-15 
visitors without spilling over onto a pathway. 


Fig. 8-6. The line for Flight of the Phoenix is 


Fig. 8-7. Drink lines can fill up, especially when 
quickly filling up. | 


you are running a promotion. 


Also, don't underestimate the importance of lines at Drink Shops. Your food stands will get very 
busy, so it's a good idea to provide at least a small waiting line. Don't forget to allow room for a 
Trash Bin. 


Food Stands 


SimCoaster visitors get very cranky when they can't find food or drinks. Make sure that you place 
Fries and Drink Shops strategically around your park. They provide quick snacks, and your 
visitors will flock to new stands when you place them between and around rides. 


In the summer months you should add more Ice 
Cream Shops and adjust your pricing on Drink 
Shops. When the temperature soars (The Advisor 
will tell you when a heat wave is expected) your 
visitors will gladly pay more for cold refreshments. 
ust don't get too greedy, and be sure to adjust the 
prices down when the weather turns cooler. 


and reviewing all of your food stands. Shut down 
the locations with poor traffic, and adjust others 
| that are doing business, but hardly making money. 

When you find a food or drink shop that is serving 
| far more visitors than your other shops, you might 
want to add another location in the area. Also, it 
doesn't hurt to bump up the prices a little if you 
have a captive audience. 
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Fig. 8-9. Raise prices when your guests get 
thirsty. They won't mind...much. 


Fig. 8-10. Shut down a food shop that has 
no customers. 


PARK ASS ure 


Shops and Sideshows 


This is where you make big money. You will 
consistently find a large volume of traffic in 

the area between the front gate and your first 
«| roller coaster. Fill this land with shops and 
sideshows. Gift Shops pump heavy profits into 
your bank account. Place at least one shop in 
your main traffic area and keep the prices high 
You'll be pleasantly surprised at how much 
disposable income the SimCoaster visitors have, 
so don't be shy about raising the prices until 
The Advisor tells you to lower them. 


Fig. 8-11. You can make outrageous profits at 


your Gift Shop, but it needs heavy traffic. 


Bathrooms 


You'll find out very quickly how important it is for SimCoaster visitors to have ready access to the 
bathroom. If you are just greedy you can charge 
admission to the bathrooms, but the meager 
profits are not worth the wrath of hundreds. In 
our Arabian Nights tutorial park, we have four 
sets of male and female bathrooms. That's 
adequate for the first area, but once you open 
adjacent areas you'll need to add bathrooms. 
Your visitors do not like leaving an area just to 
find a bathroom. 


Fig. 8-12. Bathroom + Trash Bin + Janitor = 
Happy Visitors. 


After building bathrooms you must immediately 
assign a Janitor to patrol the area. Don’t make your TIP 

Janitor's route too large, or the bathrooms will Janitors must also put out 
become dirty before he comes back around to cen. НДЕ Cia EE (id 
Add a Trash Bin, then periodically check it for flies. to train them in Firefighting. 

It sounds gross, but if your Trash Bin is drawing flies, 
it needs more frequent servicing from a Janitor. 


Fig. 8-14. Unless you train a Janitor in 
Firefighting, he will ignore the fire. 


Fig. 8-13. Trash Bin fires make your visitors 
very uncomfortable. 


Staff Rooms 


After you start the SimCoaster building frenzy, it is easy to forget about your employees. 

Regardless of their responsibilities, workers have two basic needs: a fair workload and a place to 

rest. You control an employee's workload by setting a reasonable patrol area (which can vary 
from job to job). For example, a Janitor must clean Bathrooms, empty Trash Bins, and pick-up 
garbage. If you assign too large an area to a Janitor, that Janitor might not be able to make his 
fast enough to maintain a minimum level of cleanliness. 


However, an Engineer has the sole responsi- 
bility of servicing rides. Engineers are not 

4 required to check on shops or sideshows, so 
they might be able to handle a larger area. In 
any case, you will receive decisive feedback 
from your visitors when standards are slipping. 


Fig. 8-15. This Janitor's patrol area is just the 
right size. 


Your employees take breaks in the Staff Room. 
Liberally sprinkle Staff Rooms around the park to 
stave off the likelihood of an employee strike. If 
you receive the threat of a walkout, check your 
number of Staff Rooms, but more importantly, make 
sure they are spread out evenly around the park. 


Fig. 8-16. For sufficient coverage, make sure 
that your Engineer's patrol area includes the 
entrance to a roller coaster. 


Remember that each room can accommodate 10 
employees, so if you see that one Staff Room is 
consistently full, consider adding another in the 
immediate vicinity. 


Fig. 8-17. You can spy on your lounging 
employees by clicking on the Staff Room. 


Training Room and Research Lab 


You are limited to one Training Room, so it is important to pick a central location that is easily 
accessible by all employees. Of course, you always have the ability to pick up an employee and 
deposit him outside the Training Room, but when things get busy, you might not have the time. 


As with the Training Room, you are limited to 


employees, Scientists are chained to the Research 
Lab (except when they kick back in the Staff 


Fig. 8-18. Click on your Training Room to track 
your employees’ progress. 


Room). Simply pick a spot that is close to a 
Staff Room but tucked away out of the main 


park traffic. You want to be able to easily find 
Fig. 8-19. When they aren't resting in the Staff 


ча КеП газо Hiat yon can шер пешү Room, your Scientists are hard at work in the 
hired Scientists at the front door. Research Lab. 


Features 


Early in your park’s development, you do not need to spend much time building features. 

vever, as your park attendance grows, your visitors might tire, become bored, or get sick from 

the stimulation. There are two types of features: those that require maintenance and those 

not. For a quick fix to raise your visitors' collective state of mind, add some artificial 

ch as Fountains, Loudspeakers, Parasols, or Sandstone. These features add ambience and 
PK 


Over the long haul, features that require a 
| Gardener's care have a greater effect on your 
visitors’ well-being. A sprinkling of Trees, 
| Bushes, and Flower Beds will go a long way 
toward preventing sickness and improving your 
visitors’ moods. The challenge is to manage 
your Gardeners’ patrol areas, which can be tricky, 
especially if you assign too large an area. It is 
not uncommon for plants to die if a Gardener is 
maintaining too large an area. Rather than 
spread too much vegetation over a wide area, 


Fig. 8-20. A Parasol outside this restaurant has | YOU might want to create a few attractive park - 
a positive effect on your visitors' frame of mind. | settings that are close to the action. 


ES 
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Fig. 8-21. A crowd of visitors exiting a nearby 
ride pause to enjoy this well-manicured garden. 


Fig. 8-22. With two Gardeners caring for this 
large garden, we don’t have to worry about dead 
plant alerts. 
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Making Adjustments 


Although you don’t want to spend too much time destroying existing structures to make room for 
others, you can keep your park from becoming stale by rotating in new rides or altering the 
design of existing roller coasters—especially important after you have purchased all available 
upgrades for your rides. Also, don’t be afraid to scrap a ride that isn’t producing up to the level 
of your other attractions. Remember that it is not quantity of rides, but quality that makes a 
park successful. 


An effective alternative to destroying a lagging 
attraction is to build an Info Kiosk to promote it. 
| Info Kiosks are expensive, but they are very effec- 
| tive at attracting visitors, especially if the ride 
being promoted is off the beaten path. 


Fig. 8-23. After clearing out several under-used 
shops and rides, a new roller coaster fits nicely. 


Introduction 


By the time you finish the first few SimCoaster objectives, you will 
have your hands full juggling staff problems, visitor requests, ride 
maintenance, and food distribution. In fact, when it comes time to 
build a roller coaster, you may opt for the ready-made version, just 
so you can get back to the challenges at hand. 


Fortunately, the publishers of SimCoaster included 
a Coaster Design Kit, so you don't have to miss o 
on the joy of building the world's greatest coasters. 
This utility lets you design coasters in their actua 
zone settings, so your creations are guaranteed to 
fit within the boundaries of each area. The bonus 
is, you can take all the time you need to design a 
killer loop, carefully bank each turn, or adjust the 
height of your track supports. You can accumulate 
an inventory of roller coasters that can be used in 


In this chapter, we review the Coaster Design Kit. 
There's tips on getting the most from the simple, 
yet powerful program. Along the way we present 
some basic aerodynamics so that you can better 
understand the techniques used on famous roller 
coasters around the world. 


Why They Call It a “Coaster” 


The cars in SimCoaster receive “mechanical” assistance for getting around the track. This guarantees 
your coaster will always move, although it won't be very fast unless you include a series of hills. 
A real roller coaster is dragged up the first hill, but after it crests the hill, it no longer receives 

mechanical assistance. The remainder of the ride is powered by a carefully designed series of 
peaks and valleys that convert potential energy (the force exerted on an object as it is being 
lifted) to kinetic energy (the force exerted on an object as it falls). 


Fig. 9-3. The Alpine Ace climbs. 


Of course, the laboratory equations that determine the speed of a roller coaster also include 
factors for size and weight, but to design killer rides in SimCoaster, all you need to know is that 
first you must go up, if you want to come down fast. 

The other factor to remember is that the maximum amount of kinetic energy is generated by 
your first hill. Hence, if you start the ride with a monster hill, you will have more energy to 
read out along the entire track. Begin with a baby hill, and your coaster will eventually slow 
о minimum (assisted) cruising speed before the ride is finished. 
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Fig. 9-6. After two large hills, the third one is 
smaller, allowing the cars to maintain speed for 
the remainder of the ride. 


Tricks of the Trade 


Aside from tall hills and hair-raising drops, you can push the excitement envelope by adding 
loops and dips. The following sections explain each technique. 


Loops 


If you've ever played with marbles or toy car tracks, 
you have no doubt constructed courses that include 
loops. The limitations of loop design become clear 
during a short trial and error session. After a few 
practice runs, you find the maximum height of a 
loop, based on the speed of the marble or car. 


Fig. 9-7. The King uses five loops of equal 
size. The speed is not constant through 
the loops, but each drop is exciting. To 
increase the speed through multiple loops, 
make each successive loop slightly Lower. 


COA 
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Once again, your cars will never fall out of a loop in SimCoaster. If gravity slows your cars 
down too much, a mechanical assist will keep them going through the loop. However, there is 
nothing exciting about doing a 360 at a snail's pace. Design loops to maintain speed through the 
circle, giving your riders a major adrenaline rush. If you opt for several loops in succession, keep 
the loops tall, so that each drop is exciting. 


Aside from being great with tortilla chips, dips can 
salvage a boring roller coaster. As you move 
toward the latter stages of a ride, speed begins t 
dissipate because of progressively shorter hills. 
Before your track gets too low, try a dip to extent 
the length of the hill. The added drop gives your 
cars just enough speed to carry them through the 
final portion of the track. Without a dip at the 
end, your cars are reduced to cruising speed far 
too early. 


Fig. 9-8. To give the riders one last thrill, 
we dropped this track support far as it can 
go, creating a dip that is lower than the 
level of the station. At this point, you 
don't have to worry about a long slow 
climb, because the ride is almost finished. 
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The SimCoaster Toolbar 


When designing a coaster, the toolbar allows you to click on an option, then apply it by clicking, 
holding, and dragging the track support. Simply pass your mouse over a toolbar button to see its 
function. The basic buttons, such as the buttons for inserting or deleting tracks, are self-explanatory. 
The following sections demonstrate some of the advanced options that have dramatic effects on 
your coaster's speed. 


Track Height 


he track height allows you to raise and lower the track support. You can adjust any track support 
within the full range of heights, but keep in mind that your actions may have negative effects 

n other tracks. When your adjustment makes a portion of the course inoperable, the effected 
section of track turns red. 


Fig. 9-9. Simply click and hold the track support Fig. 9-10. This height adjustment caused two 
then move your mouse up or down. tracks to bump. 
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Rotate Supports 


You can rotate the track support to change the angle of a track quickly. This is an easy way to 
add excitement to a boring turn. 


Fig. 9-11. Move your mouse from side to side to 
twist the track support. 


Pivot Track on Supports 


This is one of our favorites. By pivoting a track, you can bank a turn in one direction or another. 
The trick here is to apply just the right amount of bank to keep the rider sitting squarely in his 
or her seat. 


—— 


Fig. 9-12. Just the right amount of bank lets 
the riders fly through this curve without the 
feeling of being thrown to the outside of 

the car. 


Introduction 


In this chapter we take you through every SimCoaster objective, from 
your first tentative steps as Assistant Manager to your final gloriou : 
promotion to President. We include specific tips and strategies and 
all requirements necessary to complete each objective. Along the 

way you will open 12 Special Rides. Each ride is noted, but for more 
detailed information, consult the “Rides” chapter. Numbered areas 
refer to the zone maps at the beginning of this chapter. 


Thrill Mill 


Wheel Deal 
(Special Ride) 
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Locked Gate 


Main Gate High fhyer — A 
: . (Special Ride) | 


5 LAND OF INVENTION 


Polar Zone 
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ARABIAN NIGHTS 


Land of Invention: 
Operation Expand! 


to the north 


eurrently in the park 6 


You take over SimCoaster as a lowly Assistant Manager, but take heart, your promotion to 

- Manager is only three objectives away. For now, you must concentrate on building up your zone 
to attract 40 visitors. Place all available large rides first. You might need to remove existing 
Boulders or Vent Pipes that are in the way, but don't worry, you can add them later. If you 
choose to create your roller coasters from scratch, you can arrange the track around the existing 
rides and landscape. However, if you opt for the ready-made versions, you might need to delete 
and then replace the existing Dizzy Droid ride. 


Fig. 10-2. As displayed on the Park 
Map, your first zone will be tightly 
packed with attractions. 


MANAGEMEn > os 


As your zone fills up with visitors, the visitors fill up with drinks and fries, so they will need 
immediate access to Bathrooms. With this first area fully built, you'll need two pairs of 
Bathrooms: one near the entrance and the other at the far end. Two or three Drink and Fries 
Shops should provide enough food for your park at this time. 


For the first objective, additional attractions like 
Balloon and Gift Shops are optional and definitely not 
required to pull 40 visitors into the park. However, you 
will need to add some landscaping to get over the 25- 
30 visitor barrier. A few Bushes and Trees will do the 
trick, but don't forget to hire a Gardener. You'll only be 
able to hire one initially, but you might need to go 
back and hire another if your vegetation is spread out 
around the park. 

Fig. 10-3. This Bathroom is temporarily | [апа is tight, and you'll need every available patch of 
closed for cleaning while the Janitor . : : 
dees в йл; open land to build a lively park. Speaking of land, make 
Sure your Current pathway has access to the north, 
which will open up after fulfilling the opening requirements. If you squeezed in a roller coaster 
near the fence, build an unobstructed pathway under the track supports, all the way to the 
fence. It’s one thing to scrap a ride or shop to create clear access, but having to relocate a roller 
coaster would be disasterous. Give your guests a straight shot to the new area, or they might 


never find their way out. 
TIP 


You don’t have to proceed with your : 


first objective just because you have 
met the requirements. In fact, you are 
better off waiting until your bank 
account recovers from the initial ride 
investments. That way, you’ll have 
more to spend on attractions for the 
new area and upgrades for your existing 
rides. Also, it doesn’t hurt to have а 
few more visitors already in the park 


when you expand. 


Fig. 10-3a. Two paths converge for 
easy entry into the next area. 


Land of Invention: 
| Operation Plughole! 
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Fig. 10-4. Objective briefing. Fig. 10-4a. Objective details. 


After completing your first objective, you are able to build a Research Lab and hire Scientists. 
Build your Lab anywhere in the existing park. Because Scientists do not leave the Lab except to 
go to the Staff Room, it doesn't matter where you put their facility. Hire the maximum number of 
Scientists available and set them to work researching Park Expansion—your first step toward 
completing Operation Plughole. 


Special Staff Requirements 


Staff Type Training 


After the Scientists research Park Expansion, you'll be 
able to build a Training Room and send a Gardener to 


Fig. 10-5. After your Scientists arrive 
at their Research Lab, they can begin 
Park Expansion projects and research 
ride upgrades and new attractions. 


When the Scientists finish their 
first project, assign them to 


research upgrades for your 
existing rides. Remember, your 
rides will run faster and more 
economically when you upgrade 
them. Апа, ‘you also gain the 
ability to build Info Kiosks to 


promote them. Assign several 


Scientists to a project to keep it 


Fig. 10-5a. When your Gardener finishes his 
Water/Drainage training, you can proceed with 
your objective. 


moving along a little faster (you 
can also temporarily turn up the 


game speed to 400 percent). 


Fig. 10-6a. This Info Kiosk, placed near the 
main gate, will draw visitors to the Ocean 
Motion ride. 


Fig. 10-6. As you accumulate new rides, assign 
the Scientists to research ride upgrades. 


Land of Invention: 
Operation Manager! 


TIVE 


mpleting the Satety Review 


ssistant Manager 


This objective requires you to complete the 
Safety Review Challenge, which is not an easy 
task. You must assign patrol areas to all 
Engineers and make sure they are keeping up 


with regular ride maintenance. It is also 
critical to upgrade as many rides as possible, 
because they will run more efficiently and 
require less maintenance. Plan on doing a lot 
of micro managing to win this challenge. Win 
and it’s off to Polar Zone to open your second 
theme zone. 


M 


[REDI NE ME 


Fig. 10-8a. Already upgraded to level two, the 
Goldmine is ready for a month of hard use. 


Fig. 10-8. The Safety Review Challenge requires 
critical advance maintenance to bring all your 
rides up to maximum standards. 


Fig. 10-9. If you let a ride drop below 10 percent, 
the Safety Review Challenge comes to a 
screeching halt. 


Fig. 10-9a. Pack your long underwear; it's time 
to head for Polar Zone! 


Ө PRIMA’S OFFICIAL STRATEGY GUIDE 


Polar Zone: Operation Fillup! 


Fig. 10-10. Objective briefing. 


You are in a new park now, so you must start from scratch again. Your first priorities are to build 
a Research Lab, hire Scientists, and research Park Expansion. Eventually, you must turn Polar 
Zone into a thriving park, so it is important to build a solid foundation of attractions. However, 
this is purely an expansion objective, so don’t get carried away. 

You have precious little land on which to build, so it is important to build conservatively and 
focus on keeping your park clean and safe. This is a good time to train your Janitors in the art 
of Firefighting. It won't be long before roving pyromaniacs begin setting your Trash Bins on fire; 
a group of trained Janitors is your only line of defense. When your Gardeners are ready to tackle 
the swamp, go to the Objective screen and open the new area. 


| 
| 
| 
| 
| 
| 


Special Staff Requirements 
Staff Type — Training 


andfil 


Fig. 10-11. With a relatively small map, you 
must choose and place your attractions carefully. 


Fig. 10-11a. Give each Janitor a reasonable 
patrol area. 


Fig. 10-12. Train at least half of your Janitors Fig. 10-12a. With the swamp out of the way, 
in Firefighting, so they can control Trash Bin you can expand into a new area. 
fires. 


From Hr Мадин 


‘and tum that o 


Th 


| Fig. 10-13. Objective briefing. Fig. 10-13a. Objective details. 


It's time to move again. This time you must go back to the Land of Invention and turn the old 
boathouse into a Special Ride. Then, you need to meet a challenge from Mr. Topp. However, you 
won't have time to settle in after completing Mr. Topp's challenge. You must then go back to 
Polar Zone and meet two more challenges. 

Your first step is activating the Special Ride, so click on the building just south of the lake to 
review the special abilities needed to complete the transformation. 


After opening the ride, you might need to delete a 
few buildings if you expanded too close to the lake. 
After the ride is up and running, Mr. Topp will 
inform you of a new challenge—Pranks & Customer 
Satisfaction. Keeping the happiness level on the Great 
Lake ride above 30 percent is relatively easy, but keeping 
the park pranksters at bay is another story. 


D 


ou also need 1 Golden Ticket (jou currently have 11) 


Fig. 10-14. You need to train your 
Gardeners if you want to open the 
Great Lake. 


MANAGEMENy.. OBJEcTNÉ 


Before accepting the Challenge, double-check your 
park security. Edit the patrol areas, and add Guards or 
Security Cameras as needed. Pay special attention to 
the patrols around the ride entrance. For better 
coverage, shrink the areas and have them overlap. 
Remember, one Trash Bin fire ends your challenge 
unsuccessfully. As an extra precaution, you might 
want to hire additional Entertainers to keep everyone 
ч - f happily distracted, especially in the waiting lines. 
Fig. 10-14a. After the ride is activated, The higher the overall happiness, the less likely you 


you might need to knock down a few are to suffer pranks, so security and happiness go hand. 
buildings to make room for your lines. in hand. 


When the time period is over, you'll receive congrats - 
from Mr. Topp and Mr. Maybury and a promotion to 
Senior Manager. Now, it's time to go back to Polar 
Zone and complete any challenge to receive your new 
zone, Arabian Nights (for more information, see Drink 
Overstock in the "Challenges" chapter). 


Finally, note the reminder from Mr. Maybury about 
trash. You've been able to get by up to this point 
without Trash Bins. However, keeping your park clean 
is going to get considerably more difficult. Before you 
proceed to the next objective, distribute Trash Bins 
around your food shops and Bathrooms. While you're 
at it, check to make sure the Janitors are patrolling 
regularly. 


Fig. 10-15. You must closely monitor 
Guard patrols and customer satisfac- 
tion if you want to win this challenge. 


Fig. 10-15a. After you sell a warehouse 
full of soft drinks, you can open your 
third and final zone. 


ep PRIMA’S OFFICIAL STRATEGY GUIDE 


Arabian Nights: Operation Rack! 


the other side. Un 
y meeting at the 13 


Fig. 10-16. Objective briefing. 


Your first priority is to build a Research Lab and hire a few Scientists to research Park Expansion. 
Of course, you must also build a thriving park in your new zone. The land of Arabian Nights is 
long and fairly narrow, so you are better off placing your first coaster at the far end and then 
filling up the land close to the entrance with smaller rides, sideshows, and shops. When your 
Scientists research new coasters, you'll be able to overlap the tracks, allowing you to squeeze a 
few more attractions into your original area. 


Special Staff Requirements 


Staff Type Training 


Fig. 10-17. The narrow landscape of 
Arabian Nights makes it difficult to 
place large attractions. 


CAUTION 


Keep an eye on the condition of 


your rides when you send your 


Engineers to the Training Room. 


You might need to hire additional 
Engineers to handle the vacated 


patrol areas. 


Before finishing this objective, check the 
pathway access to the rock pile in the north- 
west section of the map. You want to make sure 
that your visitors can flow comfortably through 
the opening when you remove the rocks. When 
| the path is clear, you will also have access to a 
| 


Special Ride: The Scarabs. 


Fig. 10-18. The Engineers begin blasting 
the rocks. 


Fig. 10-17a. With so many Engineers in the 
classroom, who is maintaining your rides? 


Fig. 10-18a. With the rubble carried away, the 
path is clear to Area 7. 


Arabian Nights: 
| Operation Across! 


sion research project 


Fig. 10-19. Objective briefing. 


Now it’s time to continue your westward expansion by building a bridge across the chasm 
immediately west of the entrance. Aside from giving you more room, you'll find another Special 
Ride, Spin Djinn. You do not yet have the necessary ability for your Gardener to unlock the ride, 
so keep working on your objectives. However, you are able to open another Special Ride: 

The Scarabs. 


Special Staff Requirements 


Teemu 


3 


кынынын 


Fig. 10-20. Upon completion of their Park 


Expansion project, the Scientists offer plans for 
building a bridge to Area 8. 


Fig. 10-20a. Building the track for The Scarabs 
is a little tricky due to the close proximity of 
the rocky ridge on the right. 


Fig. 10-21. Extend The Scarabs’ track as far as 


Fig. 10-21a. After training your Janitor and 
possible to win the Best Go-Kart Award. 


Engineers, click Proceed on the Objectives 
screen to build your bridge to the west. 


Arabian Nights: 
Operation Return! 


the Arabian Nights 
а wel before 
a fat profit in th 


By now, you could be overextended, especially if you've been moving too quickly through your 
objectives. You need to build up a profit of $50,000. It sounds like a lot, but keep in mind, this 
does not mean "net profit." You simply must accumulate $50,000 in your bank account, free and 
clear of any loans you might have taken. 


Building up your bank account is time-consuming, 
but not particularly difficult if you manage your 
pricing carefully. Keep tweaking your ride, shop, 
and sideshow prices to maximize sales (without 
turning off your customers). Remember, a happy 
visitor spends more money, so you should check 
the Visitor Statistics screen to see what they are 
thinking. Take away their negative thoughts and 
you will increase the flow of cash into your 


Fig. 10-23. With a little patience, you can bank account. 
easily exceed $50,000. Q 


Fig. 10-23a. Use the Attraction Financial Fig. 10-24. Check the Visitor Statistics screen 
Controls screen to make global pricing adjust- to see if your price increases are affecting your 
ments to attractions and entry fees. customers positively or negatively. 


Fig. 10-24a. Make sure that you are getting top 
dollar at the shops doing the biggest volume. 


Land of Invention: 
Operation Wood! 


h a solution 
up a Park Expansion research 


ft 


Fig. 10-25. Objective briefing. Fig. 10-26. Objective details. 


After fulfilling three objectives in Arabian Nights, it’s back to the Land of Invention, the scene 
of your first day as Assistant Manager. Of course, you are Senior Manager now, and the job is 
considerably more difficult. Mr. Maybury wants you to expand the park to the northeast, just 
beyond the row of fallen trees and rocks. As a bonus, you'll also gain access to a Special Ride, 
the Thrill Mill. As in all expansion projects, you need to instruct your Scientists to develop a 
plan. If you haven't already done so, this is a good time to have your Scientists research an 
upgrade for your newly discovered Special Ride, the Great Lake. 


Fig. 10-27. Eureka! Your Scientists 
have figured out how to move the 
dead trees. 


Special Staff Requirements 
Staff Type Training 


Along with the training requirements, you'll need one Golden Ticket, which should not be a prob- 
lem if you've been keeping up with your challenges. 


fiperation t 


TRAINED STAFF REQUIRED. 


EM TICKETS NEEDED: 1 Golden Ticket 


Land of Invention: 
Operation Wet! 


Mr Maybury 


ion research project and 


Maybury : 
esi , SimCoaster 


| Fig. 10-31. Objective briefing. Fig. 10-32. Objective details. 


Boy, for a guy nearing retirement, Mr. Maybury sure has a lot of energy. Now he wants you to 
move east to a large area on the other side of the river. Of course, that will involve constructing 
a bridge, so you must assign the Scientists to another Park Expansion project. 


Fig. 10-34. The plans are in place and it's 


Fig. 10-33. There is a Special Ride in the 
time to train the Engineers and Gardeners. 


new area to the east. 
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Special Staff Requirements 


Staff Type Training 


gz 


Fig. 10-35. With the bridge in place, it’s time 
to move east. 


Fig. 10-36. The Special Ride, High Flyer, is 
visible to the north. 


Land of Invention: 
| Operation Onwards! 


OK, the free ride is over. Now you need to earn your keep if you want to move up the corporate 
ladder. After opening two new areas in Land of Invention, go back to Arabian Nights to receive 
your promotion to Assistant Managing Director. However, first complete the Sickness Problem 
Challenge, squeeze 200 people into the park, and boost your profits to $80,000. You also need 
four Golden Tickets. 

The first task is to open the Special Ride, Spin Djinn. That requires a Gardener trained in 
Excavation. After you open the ride, visitors will 
begin streaming into Area 8, so you'll need to quick- 
ly add attractions to keep the crowd excited. Don't 
forget the necessities: food shops, Bathrooms, and 

Staff Rooms. 


is a bit Mei-stimulating and some visitors are 
Sick. Your job is to keep run at M 


Fi (Fig 10-39. Spin Djinn is ben: 10-39. Spin (Fig. 10-39. Spin Djinn is pent NE is open! 


MANAGEMENT osJgc V? 


around the entrance and exit lines. Handing out 
Pepto Bismol is not an option, so you must 
blanket the area with an enthusiastic team of 
Janitors. If the area around Spin Djinn becomes 
| soiled with partially digested hot dogs, you'll miss 
out on the challenge and an important promotion. 


The minimum ride settings required to keep the 
excitement level at the maximum level are Speed: 
85, Capacity: 10, and Cycles: 4. With your Janitors 
in place, accept the Sickness Problem Challenge 
and then keep an eye on your visitors’ “thoughts.” 
If needed, hire more Janitors and respond quickly 
to any incidents that contribute to a messy park, 
such as dirty bathrooms, stink bombs, or dead plants. 

Now, all that’s left is to check your bank 
account and park attendance. If you have $80,000 
stashed away and at least 200 visitors in the park 
(which shouldn't be a problem after opening Spin 
He Djinn), you are ready to assume your new position 
as Assistant Managing Director. Go back to Land 
of Invention. 


F 


Fig. 10-41. With three Janitors covering Spin 
Djinn, “accidents” will be cleaned up quickly. 


19 Director 


Fig. 10-42. Congratulations, you are the new 
Assistant Managing Director! 


Polar Zone: 
Operation Crossover! 


МеМз 


n. aq 


land in Po 


Fig. 10-43. Objective briefing. Fig. 10-44. Objective details. 


You might have received a nice promotion, but you can forget about a vacation. Mr. Maybury has 
plans to expand Polar Zone, so you must leave Land of Invention and head for the frozen north. 
Your new objective is to figure out how to claim the land to the northwest. It sounds like a 
perfect research project for your Scientists. 


Fig. 10-45. This looks like a perfect place 
to cross the river. 


Special Staff Requirements 
Staff Type Training 


GOLDEN TICKETS NEEDED 


nt staff trained in th 


Fig. 10-46. Your staff is trained and ready, so 
it's time to begin construction. 


Fig. 10-47. With the bridge in place, you can 
begin adding attractions to Area 11. 


Fig. 10-48. Visitors will pour over the bridge 
to check out the Special Ride: Whale of a Time. 
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Polar Zone: 
Operation Mole! 


solution. 
a Park Expansion 


oft 


Fig. 10-49. Objective briefing. Fig. 10-50. Objective details. 


In Operation Crossover!, you built a bridge over the river. Now, you have to figure out a way 
under it. Give your Scientists another Park Expansion research project. This time, they'll come up 
with an excavation plan that begins in the ruins of an old mine. 


Special Staff Requirements 


Training 


Fig. 10-51. First, the Janitor needs to clear Fig. 10-52. When the Engineers finish their 
away the rubble. work, you have a brand new tunnel to take 
you to Area 12. 


You need to do a little work to entice visitors to 
| enter the new area. First, train a Gardener in 
Logging, and then activate Reindeer Run. It's a 
nice little ride, but filling the snowy landscape 
will take more than that. Another roller coaster - 
will do the trick. The visitors arrive in droves and 
you have a new challenge available. Operation 
Mole! is a done deal! 


Fig. 10-53. Your new tunnel provides access 
to a Special Ride: Reindeer Run. 


Fig. 10-54. Your new area will attract visitors 
after you add a roller coaster. 


Polar Zone: 
Operation Demolish! 


MrMaybur 


on Demolish! 


SimCoaster 


; ИИ 2 ы or 2 » 
Fig. 10-55. Objective briefing. Fig. 10-56 Objective details. 


Now it's time to open the last frontier of Polar Zone, just east of the main gate. Get your 
Scientists busy again so that they can figure out how to get past the retaining wall. 

After a few brainstorming sessions, they target an old, abandoned house. The site is very close 
to the main gate, so it would be a good idea to clear the land for a new pathway. You might 
need to scrap a few rides or shops, but this is a 
great opportunity to catch visitors when they first 
enter the park, so you want to make sure they have 
a clear, easy path to the new area. 


Fig. 10-57. The work site is open, so you 
had better train your staff. 


Special Staff Requirements 


Staff Type Training 


TRAINED STAFF В 


tf Type 


Janitor d armstrong 
Janitor 


en Ticket 


the staff of the required 

— 
Fig. 10-58. With all of the expansion you've 
been doing, you'll only need to train one or 
two employees for Operation Demolish! 


Fig. 10-59. Nothing that a little dynamite 
won't take care of. 
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Polar Zone: 
Operation In-Charge! 


Mr Maybury 
President, SimCoaster 


Su: 


COMPRESSES 


Fig. 10-61. Objective briefing. 


Now that Polar Zone is fully developed, it’s time to deliver maximum profits to Mr. Maybury. First, 
however, you have a special assignment in the Land of Invention, where you can earn a new 
promotion to Managing Director. You must complete the Customer Satisfaction Drive Challenge 
and activate a Special Ride. Mr. Maybury never forgets the bottom line, so you must also pack at 
least 200 people into the park and maintain a profit of $90,000. 


Fig. 10-63. You'll need to carefully assign Fig. 10-64. Add a couple of big drops to 
patrol areas so that you can maintain all of | | Thrill Mill and it will quickly become one 
your roller coasters in Area 9. | of your most popular rides. 


(| 


N 
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If you've been patiently working on each objective, your bank account and park attendance 
should be fat. However, challenges take considerably more planning and supervision. Before tak- 
ing on the Customer Satisfaction Drive Challenge, you must open the Thrill Mill Special Ride. 
While you're at it, you can spend a little time filling in Area 9. At this point, your staff should 
be stretched fairly thin, so you'll need to steal employees from other areas, especially Engineers 
E and Guards (there is a park limit of 15 
each). Use the Move option to relocate a 
worker. Then, Clear his patrol area, and 
assign a new one. 

With Thrill Mill open, you can take on the 
Customer Satisfaction Drive Challenge. 
Professor Newton wants you to keep the 
ride's excitement level above 60 percent 
and customer satisfaction level above 50 
percent for 30 days. 

You have a month to prepare, so if you 
were a little too conservative in your initial 

Fig. 10-65. The anticipation of a big drop is a great | Thrill Mill design, this is a perfect time to 

way to raise a ride's excitement level. add a few harrowing dips, curves, or drops. 

Aside from making the ride exciting, you 
must ensure a steady flow of customers or else the customer satisfaction level will drop to zero 
percent. Consider lowering the price for the duration of the challenge and adding an Info Kiosk 
or two to promote the ride. 

You are now the Managing Director of 
SimCoaster, but you have a little more 
work to do before completing Operation 
In-Charge! Go back to Polar Zone and 
check your bank account and park atten- 
dance. You must show a profit of $90,000 
and maintain at least 200 visitors in the 
park. When the numbers are in line, go t 
the Objectives screen and click Ргосеед 
Congratulations, you are now second in 
line to Mr. Maybury! 


Custome 


Fig. 10-66. Just five days to go and the promotion 
is yours! 


Arabian Nights: 
Operation Cliff! 


earch project and 


Fig. 10-67. Objective briefing. 


There are only two more areas to expand in SimCoaster. In this objective, you must figure out 
how to reach Area 14, just east of the main gate. After completing their Park Expansion research, 
the Scientists conclude that you need the following specially trained employees. 


Special Staff Requirements 


Staff Type Training 


| Fig. 10-69. The site has been 
time to scale the ridge. 


N овуест\М@ 


Ву now, your employees can handle just about anything. All you need to do is train one more 
Gardener in Excavation. Don't overlook the Golden Tickets requirement, however. You might need 
to win another challenge to earn enough Golden Tickets to complete the project. 


jec 


staff trained in th 


Fig. 10-71. An Engineer blasts the 
rocky ridge. 


Fig. 10-70. Trained employees are ready, 
and you are flush with Golden Tickets— 
click Proceed! 


Fig. 10-72. After the rubble is removed, the 
Gardeners level the ground and Operation 
Cliff! is finished. 


| Arabian Nights: 
| Operation Tunnel! 


- By now, your Scientists are probably at the end of their creative ropes. Fortunately, they have 
only one more Park Expansion to research, and then they can take a long vacation. The last open 
stretch of land in SimCoaster lies just beyond the rock wall to the northeast. The Scientists come 
up with a perfect plan for blasting through the rock and opening up Area 15. 


Special Staff Requirements 


Staff Type Training 


Fig. 10-75. The Scientists have identified 
the construction site... 


N TICKETS NEEDED 


Fig. 10-76. ...and the team is ready. Fig. 10-77. The explosive charges make short 


work of the rocks. 


Fig. 10-78. The path to Area 15 is clear. 


Arabian Nights: 
| Operation Boss! 
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Fig. 10-79. Objective briefing. Fig. 10-80. Objective details. 


Well, it has been a long haul, but you are finally on the brink of your dream. You've acquired all 
of the available land. Now, you must make Arabian Nights the best park in SimCoaster. The 
requirements for your final promotion are as follows: 


Have 200 people in the park. By now, you should have no trouble surpassing the profit and 


Win six park awards. attendance requirements. However, it takes a special park 
Get 51 percent of shares. manager to accumulate six awards and 51 percent of the 
Make a profit of $100,000. shares. Remember those challenges you've been putting off? 


Those really, really hard ones? Well, it’s now or never. 

The first order of business is to open up the two Special Rides in Areas 14 and 15. That will 
enable you to expand your park and attract more visitors (if your attendance is lagging). After you've 
satisfied the attendance and profit requirements, tackle the remaining challenges to bring your 
share percentage to 51 percent (for more information on each task, see the Challenges chapter). 


MANAG EMEN OBJECT ND 


Now comes the hard 
part: winning park 
| awards. There are eight 
| possible awards; and 
| you must earn six of 
them if you want to be ö 
>, оз | the new big cheese of B ow | 
4 | E" SimCoaster. The follow- | e 
Fig P FI à; Sed ing list includes the _ — 
rene Rere 5 ше эсогр1оп5 ЫЗ : Fig. 10-82. Here’s the SimCoaster 
Special Ride in Arabian Nights, criteria for earning ce gallery. 
Area 15. each award. 
* Highest Coaster: Build a coaster that is at least 361 feet tall. The tallest track support in SimCoaster has a 
height of 328 feet, so you need to build a coaster on high ground, such as the cliff in Polar Zone, and then 
drop the track all the way down to ground level. 
* Fastest Coaster: Build a coaster that sustains a speed of 100 mph. 
* Cleanest Park: In a full-size park (at least three zones developed), have 90 percent of the park litter-free. 
* Best Security: You must have at least 25 percent of the park covered by Guard patrol areas or Security Cameras, 
* Best Decoration: Decorative features must cover 15 percent of your park. 
* Best Staff Training: Train at least 50 percent of your staff in special abilities. 


* Fastest Go-Kart Track: Build a straight section of track at least five tiles long. 
* Longest Water Track: Build a water track ride at least 50 tiles long. 


Note 


! can transfer an award from one zone to another by beating your 
Previous performance. For example, if you train 55 percent of your 
aff to win the Best Staff Training Award in Land of Invention, you 
77 à can transfer the award to Polar Zune by 
| training GO percent of your staff. That's 
| ie „„ | ` an i : m tant gu during the final 


Fig. 10-83. With a sigh of relief, Mr. 
Maybury congratulates you on your 
big promotion, then prepares 
himself for a long vacation on the 
golf course. 


Fig. 10-84. Your SimCoaster family 
salutes you with a fly-by! 
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Introduction 
This section covers all 30 SimCoaster challenges—10 in each theme 
zone. These challenges are revealed at various times during the 
game, based on your actions. In some cases, you must complete 
challenges to fulfill an objective's requirements. Those situations are 
also described in detail in the Objectives chapter. The other chal- 
enges are optional; however, you must complete most of them to 
-accumulate enough Golden Tickets and/or company shares to satisfy 
he requirements for your final promotion. 


Land of Invention 


Land of Invention Challenges 


Name Availability How to Win Promotion Cash Golden Shares 
Earned Award Tickets Earned 
Earned 


Safety Review Manager 


CHALLENG* 


Name Availability How to Win Promotion Cash Golden Shares E 
Earned Award Tickets Earned 
Earned 


не Golden Ticket. There's a bonus 


prise by 495 but failure wi 


— 


fig. 11-1. Challenge briefing. Fig. 11-2. Challenge details. 


This is one of the easiest challenges in SimCoaster. Simply build more Hot Dog Stands and lower 
the prices. Make sure you have stands near your most popular rides and also in areas of the park 
that do not have other food shops. You will have more trash with increased volume, so have a 
Trash Bin nearby and a Janitor on patrol. 


Fig. 11-3. Your profit is $3 per dog, but moving 
30 hot dogs in two months is not a problem. 


CHALLENGE 


Sideshow Inspection 


$. There's a bonus 


te by 4%, but failure wif 


ws at a loss fora while 


i$ challenge 


Mr. Topp presents this challenge after you research at least two sideshows. You must keep visitor 
satisfaction above 40 percent for all sideshows for 60 days. Fortunately, you don’t have to make 
money during that period, so you can run the attractions at a loss. That makes your job much 
easier because visitors who always win a prize are always satisfied! 


v 


$3 bonus 


Fig. 11-7. Challenge briefing. 


Now, the challenges get a little tougher. First, you must check the number of Staff Rooms in your 
park, ensuring you have a sufficient number to accommodate your employees. Also, check their 
locations. You might have enough Staff Rooms, but they might not cover the entire park. If your 
employees spend too much time walking to and from their breaks, their work coverage will suffer. 

gm ES 7 m aa а 


hardener 


Fig. 11-9. A steady stream of park employ- 
ees flows in and out of this Staff Room. 


Fig. 11-10. You can click on a Staff Room 
to see who is inside and how much longer 
they need to restore their energy level to 
maximum. 


After you confirm that Staff Room coverage is sufficient, use the List All Staff option to review 
each employee's happiness level. You have two choices here. You can either hand out pay 
increases or simply fire a disgruntled employee. Occasionally you'll find a worker who remains 
unhappy even after a hefty raise. If he doesn't come around quickly, you are better off cutting 


him loose. 


Fig. 11-11. The Janitors seem extremely 
happy—except for Mark Bergen. Could it 
be that the other employees make four 
times as much as he does? 


fide the 


Fig. 11-12. With their work rate cranked 
up to maximum, these Scientists are 
pumping out upgrades in record time, but 
at what cost to their sanity? 


CHALLENG* 


When your park is mature and the entrance price 
is up over $50, you can afford some pretty high 
salaries. Don't be afraid to bump everyone up to at 
least $100. Your top skill positions, Engineers and 
Scientists, should earn closer to $200 per month to 
keep them happy. Don't forget to check the work- 
load you've dropped on the Scientists. If you force 
them to work too fast, their collective happiness 
will drop like a stone. Hire a few more Scientists 
and lighten their load. You can also reduce job 
stress by assigning multiple Scientists to a project. 


As the challenge progresses, keep returning to 
the Challenge Details screen to check the status. 
Miss Moody will keep tabs on the employee with 
the lowest happiness level. All you need to do is 
keep everyone above 30 percent, but it is only 
slightly more difficult to keep the level above 50 
percent. If you manage that, it is unlikely anyone 
will take a sudden nosedive under 30 percent. 
However, it pays to check the Challenge Details 
screen every couple of days and every day during 
the last week of the challenge. 


to ensure that 
andard 


ays. 


t let me down. My nere 


| Fig. 11-13. Challenge briefing. Fig. 11-14. Challenge details. 


This challenge becomes much tougher as your park grows, because SimCoaster limits you to 15 
Engineers. Before triggering this challenge, take a long look at your Engineers’ patrol areas. Make 
sure that every ride is checked on a regular basis. You might even need to scrap a ride or two to 
group them more conveniently for servicing. If you haven't hit the maximum, hire some 
additional Engineers and make sure they are well paid so you receive maximum effort. 


Fig. 11-15. Keep the Engineer patrol areas 
to a reasonable size. If possible, limit one 
Engineer's responsibilities to one roller 

coaster and one or two smaller rides. 
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CHALLENG 


Customer Happiness 


Mr Ton ? 


Custom 


you'll тебене 3 Golden Tickets. There's з bonus 


re prize by 4%, but failure wit 


hallenge! Well done! 


Keeping your visitors happy is not as easy as it seems. Check on basic needs first—food, drinks, 
and clean Bathrooms. Also, make sure you have enough vegetation. Bushes, Flower Beds, and 
Trees have a calming effect on your visitors, which helps keep them happy and healthy (less 
vomit on the pathways). If you: are за ongoing behavior problems, check your Guard patrol 

1 areas and Security Cameras. Cover every inch of the 
park, or you will have problems that go unattended. 
A prankster or tattletale who wanders through the 
park can do serious damage to the Overall Visitor 
Happiness percentage. 

Do not start the challenge until your rating is 
well above 60 percent. If it is still lagging, consider 
lowering prices at the food stands and a few popular 
rides. Finally, you might need to drop the gate price 
s for a while. It is only a matter of time before such 
Fig. 11-18. This little visitor is ecstatic an aggressive campaign has a positive effect on 
after a spin on the Rocking Rocket. your rating. 


Don’t start this challenge in a bad weather period; you’ll 


be bucking a natural drop-off in visitor happiness. Wait 


for the storms to end, and then initiate the challenge. 
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Fig. 11-19. Challenge briefing. Fig. 11-20. Challenge details. 


This is tougher early in the game, but once your park is humming along and your staff is well 
paid, there is rarely a threat of strike. Those most susceptible to strike are the employees who 
are overworked due to workload (Scientists) or large patrol areas (Engineers). Check the List All 
Staff screen and scroll through all employee categories. If everyone seems happy and well paid, 
you can cruise through this challenge. 


TIP 


Get in the habit of responding 


immediately to wage demands. It 


takes a little extra time, but your 
cash outlay will be considerably 
less than making across-the-board 


salary hikes. 


Fig. 11-21. Check employee happiness 
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Customer Satisfaction Drive 


Fig. 11-22. Challenge briefing. Fig. 11-23. Challenge details. 


Before accepting this challenge, take a long look at your park security. Review every Guards’ 
patrol areas and make sure the routes are slightly overlapping for extra coverage. If you are flush 
with cash, splurge on a couple dozen Security Cameras. They are relatively cheap, and combined 
with Guard patrols, you can achieve near-perfect coverage. 


Pay special attention to the patrols around the 
ride entrance. After getting your Guards in order, 
make sure that at least half of your Janitors are 
trained in Firefighting. Remember, one Trash Bin fire 
will end your challenge unsuccessfully. You can also 
hire additional Entertainers to keep everyone happily 
distracted, especially in the waiting lines. The higher 
the Overall Visitor Happiness, the less likely you are 
to suffer pranks, so security and happiness go hand 
in hand. 


Fig. 11-24. Overlapping Guard patrols pro- 
vide excellent security coverage. 


t: Try using an Info Kiosk to promote the ride 


- Upon successfully completing Operation Plughole!, you open Area 2, where the Special Ride 
Wheel Deal resides. After you research the necessary abilities to get the ride up and running, you 
can prove your mettle by accepting the Pranks and Customer Satisfaction Challenge. It is fairly 
easy to get 10-15 visitors on the ride per month, but it takes an extra effort to boost it over 20. 
Place an Info Kiosk just inside the gate leading from Area 1 to Area 2. If your park is doing well, 
this will be enough to entice the extra 5-10 visitors onto the ride. 


Fig. 11-27. Placement of the Info Kiosk is 
critical to winning this challenge. 


Pranks and Customer Satisfaction 
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Fig. 11-28. Challenge briefing. Fig. 11-29. Challenge details. 


The Great Lake Special Ride is revealed in Operation Wood!; it is the subject of this challenge. 
With good park security, it is rare to have a prank in the area of the ride. However, the Great 
Lake is not a wildly popular ride; your toughest obstacle is attracting visitors. Install an Info 
Kiosk near the main gate, which is just east of the ride. This should guarantee a steady, if small 
stream of visitors during the duration of the challenge. 


Fig. 11-30. The kids and older visitors 
enjoy the Great Lake. 


Fig. 11-31. Challenge briefing. Fig. 11-32. Challenge details. 


The last challenge in Land of Invention is also tied to a Special Ride, High Flyer. Like Wheel 
Deal, this ride pales in popularity when compared to a fast roller coaster. Unfortunately, you 
need a big-time coaster in Area 10 if you're going to attract enough visitors to win this challenge. 
Build an Info Kiosk just past the bridge leading into Area 10 to increase the traffic. You'll probably 
also need to lower the price (or make it free) to attract the required 25 visitors. 

Because of the duration of this ride, you'll also need to crank up the capacity to the maximum 
of 10 and shorten the duration to 30 seconds (or less). Keep an Engineer on call, because these 
settings will put extra strain on the ride. This is one of the tougher challenges, so don't be 
surprised if it takes several tries before you find the right combination. 


Fig. 11-33. The Info Kiosk will attract 

the visitors, but you'll need to make 

aggressive adjustments to the ride to 
| win this challenge. 
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Polar Zone 


Polar Zone Challenges 
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Ocean Motion in 30 days, keep ride 


Fig. 11-34. Challenge briefing. Fig. 11-35. Challenge details. 


The key here is to get your attendance well over 40 before accepting the challenge—the greater 
your attendance the better. You will then be able to handle a potential attendance drop during 
bad weather and still win the challenge. This one is easy if you do a little advance planning. 


| Fig. 11-36. Two large rides near the entrance 
| and an assortment of food shops is just enough 
to attract 40 visitors. 


Unruliness Investigation 
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Fig. 11-37. Challenge briefing. Fig. 11-38. Challenge details 


Kids will be kids, and in SimCoaster, they sometimes get in trouble. Trash Bin fires and stink 

bombs do nothing for the positive attitude of your visitors, and in this case, they immediately 
disqualify you from the challenge. The only way to win is to tighten security with a combination 
of Guard patrols and Security Cameras, especially in the busiest areas of your park. After making 


the necessary improvements, watch your park for a couple weeks. If you are prank-free, accept 
the challenge. 


Fig. 11-39. Blanket the park with Guard patrols 
to discourage pranksters. 
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Fig. 11-40. Challenge briefing. Fig. 11-41. Challenge details. 


All you need to do is move 30 drinks in 60 days. Note the key word “move.” Management does 
not care about profits—they just want to clear out the soda before it goes flat. Add a few more 
Drink Shops and lower the price to just over cost (check the box that applies the price to all 
shops of this kind). If you're still worried, you can crank up the salt in your fries. It will cost a 
little more in goods, but your visitors will be especially thirsty, and they will blow through the 
overstock quickly. 


Fig. 11-42. This shop sold 20 drinks last 
month at $25 each—dropping the price to 
$10 will increase sales dramatically. 


Profit Maximization 


. 


Fig. 11-43. Challenge briefing. Fig. 11-44. Challenge details. 


Don't take this challenge lightly. You must spend considerable time reviewing the financial 

performance of every attraction if you want to succeed. What makes this challenge particularly 
difficult is that you must deal with the residual effects left by previous challenges. For example, 
you might have built extra food or drink shops to move merchandise, with no concern for profits. 
As time goes on, these settings chip away at your park’s financial health; unless you bring prices 
back in line, you'll receive less than favorable annual reports. 


Fig. 11-46. This coaster hasn't seen a 
customer in months. To win the challenge, 
you'll need to promote this ride or scrap it. 


Fig. 11-45. Far too many food shops are 
operating at a deficit. 


The challenge requires that you maintain $1,000 in profit for 62 days after the preparation peri- 
od. Although you have time to make adjustments before the 62-day period begins, you should 
not accept the challenge until you study the profits in the List All Attractions screen. Move down 
the list and zero in on any attraction that is in the red. After making your adjustments, wait a 
few weeks and then complete another sweep of the financial reports. Tweak the numbers again 
to place every attraction firmly in the black, and then go for it. 


TIP 


Don’t be afraid to scrap any attrac- 


tion that is hopelessly in the red 


because of poor sales. Also, check 


for multiple food shops placed too 
close together. You might find that 
one is extremely profitable where- 
as the other struggles to break 

even. Get rid of the “dog” and you 


Fig. 11-47. Sometimes a sideshow such as will enjoy even greater profits at 


Ski Race defies all odds and attracts 

droves of customers despite a ridiculously 
high ticket price. One ride like this can 
make up for low profits at several other 
attractions. 


your other locations. 


Fig. 11-48. The traffic streams by on the 
right, but visitors seem to ignore the Drink 
Shop and Hot Dog Stand on the left. 
Perhaps you should shut them down. 


Sideshow Opportunity 


Fig. 11-49. Challenge briefing Fig. 11-50. Challenge details. 


Professor Newton wants your Shooting Gallery to outperform his rival’s. Fortunately, no one is 
talking profits. All you need to do is attract 20 visitors in 30 days. That's a piece of cake if your 
Shooting Gallery is located in a high-traffic area. Check your previous month’s performance. If 
the visitor count is not close to 20, delete the attraction and move it closer to the front gate, 
where the visitors are in a hurry to spend money. 


You don't have to give away the farm to pull in 
20 visitors. Adjust the chance of winning to the 

| midpoint on the bar, and set your cost of prize at 
double the ticket price. You should be able to reach 
20 visitors easily and win the challenge. Don't 
forget to dial the chance of winning back down to a 
more profitable level after winning. 


Fig. 11-51. With an excellent chance to 
win a prize, visitors are happy to pay $25 
a ticket at this Shooting Gallery. 


Fig. 11-52. Challenge briefing. Fig. 11-53. Challenge details. 


This one is very easy. Two or three Costume Shops should do the trick if you lower your prices to 
match the cost of goods (515-20 is about right). If you fall short on your first attempt, build an 
Info Kiosk near the main gate to promote the most accessible Costume Shop. 


Fig. 11-54. With dirt-cheap prices, visitors 
are streaming into this Costume Shop. 
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Ride Safety Consideration 


With 100-150 visitors in your park, this ride seems to max out at 21-23 visitors, placing you 
tantalizingly close to fulfilling the challenge. If you can't seem to break 25, here's a trick that 
should work. The exit line of Drop in the Ocean is on the north side of the ride. Delete the path- 
way east of the point where the exit line blends with the main path. That creates a loop where 
visitors enter the ride, exit, and then come back around to the entrance. Make the ride free, set 
the Speed at 100, Capacity at 4, and Cycles at 1. That will maximize the flow of visitors, and 
with the pathway blocked on the north side, you will have a captive audience. Don't forget to 
open up the path after winning the challenge. 
g 


Fig. 11-57. Invest in an Info Kiosk near 
the ride... 


Fig. 11-58. ...and near the main gate.. 
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As for maintaining the State of Repair, 10 percent is not too difficult, but you should still 
assign an Engineer to complete routine maintenance before starting the challenge. If you begin 
at the maximum State of Repair, the ride should stay above 10 percent for the duration of the 
challenge. 


D WU X 1 


Fig. 11-59. With unusually heavy traffic, Fig. 11-60. Assign one of your best 
this ride is more suseptible to breakdowns. Engineers to service the ride before 
accepting the challenge. 


Don’t attempt this challenge during the rainy season, or it will 


be susceptible to closing due to flood risk. Also, it’s best to 


start this challenge right after servicing the ride. 


Special Guests 


This Challenge is not as difficult as it sounds. If you can keep your Overall Visitor Happiness 
level above 55 percent, you should be fine. There is no need for fine-tuning unless this level is 
consistently below 50 percent. To boost your percentage, add some features and Entertainers, 

and make sure that your visitors have enough food. This should be enough to get you into 
“happy” territory. 


Fig. 11-63. The face isn’t smiling, but 57 
percent is enough to win this challenge. 


— 


: Fig. 11-64. Challenge briefing. 


The toughest part of winning this challenge is getting enough visitors to make the long trek to 
Area 12. You'll need to promote the area heavily with several Info Kiosks placed on the other 
side of the tunnel. It doesn't hurt to add at least two more, promoting Reindeer Run, in other 
areas of the park. Ironically, this challenge is more difficult if you've done a great job at building 
your park attendance. If your attendance is less than 150, it should be easy to convince 15 
customers to take Reindeer Run for a spin. But, if you have closer to 300 guests in your park, 
you will need an aggressive promotional campaign. 


Fig. 11-66. A row of Info Kiosks will 
inspire more visitors to go through the 
tunnel to Area 12. 
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Fig. 11-67. Challenge briefing. Fig. 11-68. Challenge details. ; 


Although this challenge is about selling photographs at the Hasty Husky Photo Kiosk, you must 
first develop Area 13 so that you have a steady flow of happy visitors. Hasty Husky is positioned 
in such a way that you will probably have the entrance line on the south side. Unfortunately, 
that leaves a wide-open area to the north, where you need to place a roller coaster. As visitors 
stream into the area they tend to move in a straight line, stopping at whichever rides are placed 
in their path. So, you should position an Info Kiosk promoting Hasty Husky on the main pathway, 
where everyone will see it on their way into the 
area. Eventually, they will work their way around and 
back to Hasty Husky. 

| Place the Photo Kiosk close to the exit line, where 
| excited guests will stop for a picture. By default, 
almost one third of all customers spring for a 

„=| snapshot, so you should easily win this challenge 
just by placing the Photo Kiosk in the right location. 


Fig. 11-69. A child heads for the Photo 
Kiosk after an exciting ride on Hasty Husky. 
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Tidiness Inspection 
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Fig. 11-70. Challenge briefing. Fig. 11-71. Challenge details. 


Janitors, front and center! Winning this challenge is all about picking up trash and having a 
place to put it. First, you must review the Janitors’ patrol areas. At this point, your park is very 
busy and your Janitors are likely spread a little thin. Keep the patrol areas as small as possible, 
and overlap them slightly to gain additional coverage. You can hire a maximum of 30 Janitors, so 
don’t be shy. If you still have a few openings, 
fill them right away—you'll need every broom 
in action if you want to win this challenge. 
With your workforce organized, check the 
distribution of Trash Bins. There should one 

| near every pair of Bathrooms, and one within 
easy reach of every food shop. Remember that 
the Janitors must also service the Trash Bins; 
keep that in mind when you edit their patrol 
areas. This one might take a few tries, becaus 
all it takes is a single "messy" thought amont 


Fig. 11-72. The visitors could be happier, but at 
least they don't have trash on their minds. 
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Fig. 11-74. Challenge details. 


The older visitors in your park have an annoying tendency to spread nasty rumors to other 
guests. It is not very difficult to eliminate such behavior, but you must take some steps before 
accepting this challenge. Older visitors have less energy than the younger crowd, so they seek 
different forms of entertainment. You can keep them happy by providing a variety of sideshows 
and shops and a pleasing array of features, 
including Bushes, Fountains, Palm Trees, and 
Parasols. Spread those items around the park, 
paying special attention to large open areas 
where an older visitor might get bored and start 
spreading rumors. 


Fig. 11-75. This older visitor is happy—your 
job is to keep him that way. 
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Fig. 11-76. Challenge briefing. Fig. 11-77. Challenge details. 


You've got to sell 30 balloons in 20 days, which isn't a problem, as long as you have a few 
Balloon Shops. Unlike rides and food, your visitors rarely complain if they can't find a balloon, so 
you are likely to overlook this shop. Place a few Balloon Shops in busy areas of your park. Lower 
the price and apply the new discount to all your locations. It might be a good idea to place 
Guards near the Balloon Shops during your 
promotion, because naughty visitors have been 
known to go on balloon-popping sprees— not 
the best thing for visitor happiness. 


Fig. 11-78. By dropping the prices and adding 
an Info Kiosk, this Balloon Shop's business is 
expanding. 


Fig. 11-79. Challenge briefing. Fig. 11-80. Challenge details. 


- Drink and Ice Cream Shops are in big demand when you have a heat wave. Add those shops 
around the park, and keep the prices at default levels or higher. Remember: The hot weather will 
encourage more sales, so you should be careful not to give away too much of the profits. For ice 
cream, try raising the amount of sugar while lowering the quality of goods and portion size. Keep 
your cost of goods at around $5 while charging at 
least $12. Sales will be brisk and profits will be juicy. 
You can get away with an even better profit mar- 
gin on drinks. Keep ice, portion, and quality in the 

| middle, and stick with the default price of $30. 
That's five times the cost of goods, so your profits 
will grow quickly. 


Fig. 11-81. Don't forget to scrap any Drink 
Shops that are pulling your profits down. 
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Fig. 11-82. Challenge briefing. Fig. 11-83. Challenge details. 


This challenge can present a problem if you are short on food stands. Fortunately, you have 30 

days to prepare. Use the List All Attractions screen and scroll through your Hot Dog Stands. At 

the very least, place a Fries Shop next to each one. Hot dogs are more substantial than fries, so 
you should also sprinkle a few more Restaurants around the park. Your visitors will have to pay 

much more for a full Restaurant meal, so you might want to lower your prices until the hot dog 
crisis is over. 


TIP 


With additional food locations 
during this challenge, your vis- 
itors will probably generate 
more garbage. Add several 
Trash Bins and check your 
Janitor patrol areas. When the 
challenge is over, wait 30 days 
and then check the sales/prof- 


its at each food shop. Delete B. 88 
the locations that are losing Z Е 2 

money or failing to attract Fig. 11-84. When this Hot Dog Stand shuts 
customers. down, we'll lose over $500 in profits. 


However, the two new Fries Shops and the 
Restaurant should make up for the loss 
in sales. 


Ar Top 


Fig. 11-85. Challenge briefing. Fig. 11-86. Challenge details. 


This is another easy one if you have good security coverage with Guards and Security Cameras. 
As your park grows, you might find pockets that are not covered by a Guard’s patrol route. If 
necessary, edit your routes so that every area is covered. Add a few extra Security Cameras in 
larger areas so that a Guard will respond quickly. Hire the maximum number of Guards before 
starting the challenge. After winning the challenge, you should see a new list of potential 
applicants if you want to expand your security staff again. 


this child displays positive thoughts— 
or else! 
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Ride Performance 


When you unlocked The Scarabs, Mr. Topp was ecstatic. But now he wants you to turn this ride 
into one of your visitors' favorites. You must generate maximum excitement without letting the 
State of Repair fall below 25 percent. That will be difficult, and you'll need an Engineer to dedi- 
cate all of his time to maintaining the ride. 


Go to The Scarabs and increase the Speed to the 
maximum—100 mph. You're in the red zone now, 
but you can decrease the strain on the ride by 
keeping the capacity at 6 or less. That will keep the 
Reliability rating in the green. During the 30-day 
preparation period, keep one or two Engineers 
handy by limiting their patrol areas to the ride's 
entrance. To get things started, "call" an Engineer 
to bring the ride up to perfect condition. 


Fig. 11-90. This ride frequently shuts down 
during the rainy season, so don't attempt 

this challenge if The Advisor warns of a 
coming storm. 


Fig. 11-92. An Info Kiosk encourages visitors to 
try The Scarabs. You must maintain a steady 
flow of visitors or the ride’s Opinion Summary 
data will drop to zero. 


Fig. 11-91. With two Engineers on the prowl, 
you shouldn’t have any serious mechanical 
problems. 


| Fig. 11-93. You can make this ride more excit- 
] ing by adding a Jump upgrade. 
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ge! Well donet 


— 


Fig. 11-94. Challenge briefing. Fig. 11-95. Challenge details. 


It is always fun to crank up the speed on a SimCoaster ride, but there is always the risk of 
making the riders sick. In this challenge, you must dial up the excitement level on Spin Djinn 
and keep the park clean. Obviously, you are working with opposing forces. Janitors are the key to 
this challenge. You must blanket the area around the ride with Janitors so that they can quickly 
clean up any ride-induced accidents. You can also add some Flower Beds and Trees around the 

145 35 ride, which will have a calming effect on visitors as 
they stumble through the exit line. 


Fig. 11-96. A visitor exiting from Spin 
Djinn was not too thrilled with the ride, 
but hopefully the Flower Garden will 
improve his mood. 


р — 


Fig. 11-97. Challenge briefing. Fig. 11-98. Challenge details. 


- Now that you've opened the Palace of Delights, Mr. Banks wants you to blow away the competition 
by upgrading your new roller coaster and adding 3 loops within 60 days. No problems here; 
simply use the Track Edit option to add the loops. 


Fig. 11-99. You're only a few loops away from 
winning this challenge. 
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Sponsorship Opportunity 


After you open The Scorpions, Mr. Banks informs you of a new challenge. It seems that a local 
car manufacturer, Scorpion Cars, wants to sponsor the new ride and fork over a bundle of cash. 
You need to make sure at least 25 visitors try The Scorpions over the next 30 days. For your 
efforts, you'll receive a nice bonus of 600 shares and an increase in share price of 4 percent. 
At this stage of the game, share price is critical, so you must win this one. 


Fig. 11-103. Area 15 is tiny, but you can 
still squeeze in a big coaster, the 
Scorpions, and a couple of smaller rides. 


Fig. 11-102. The park will make money on 
the sponsorship, so you don’t have to 

worry about ticket prices. Make it a freebie 
so you can win the challenge. 


Make sure that Area 15 has a nice mix of rides and food shops before attempting this challenge. 
There is no need to go overboard, but you want to make sure that visitors have enough reasons 
to hang around. Add a Photo Kiosk to the ride, and place an Info Kiosk on the other side of the 
tunnel to entice new customers. As for the ride, crank the Speed up to 100 and drop the 
Duration down slightly to 20 seconds. Finally, you might as well make this ride free to guarantee 
a steady flow of customers for the next 30 days. 


Fig. 11-105. Neck-snapping excitement on the 
back of a Scorpion! 


Fig. 11-104. An Info Kiosk will give visitors a 
reason to go through the tunnel to Area 15. 
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